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■ I was enlightened greatly by the 
article entitled The Future Is in 3D" 
written by Ken A. Williams. He brought 
to light the fact that most cards out 
there are not what they claim to be. I 
should know, I have been swindled 
about three times now. Thanks to Ken, I 
will never be swindled again. I would 
like to know if your "Screamin' 3D" card 
is everything it claims to be. I'm itching 
to buy one and I just want a little more 
reassurance on the kind of performance 
I can expect. 

Chris via e-mail 

Dear Chris 

ft would be easy enough for us to tell 
you not to worry — the world will be a 
better ptace to live once you have a 
brand-new "Screamin ' 3D " card instafled 
in your PC. But then we d simply be 
doing our Jobs, We figured we 'd 
go the extra mile and 





in a computer retail store as a techni- 
cian. With my employee discount, I 
can't get a decent 3D card as cheaply as 
you offer 
yours. 
Sol 

assumed 
it had to be 
a scam. Then V 

a customer 

came in to have one installed. I was 
astounded by the quality of the card 
and the video it produced. Your card is 
without question the best for the 
money anywhere. 

Matt Shapiro via e-mail 



H Your write-up on Sierra Pro Pilot in 
the Holiday issue of inter Action maga- 
zine was intriguing. When will it be 

available? I am getting bored with 
MS-FLTSIM — time for a change! 



Thanks. 



John Dowtan via email 



answer your fetter with a letter we 
received from an expert 

I To start off, I am a skeptical gamer. I 
was skeptical of your "Screamin' 3D" 
card when I saw the ad. You see, I work 



It's go<*d to hear that the guys 
down at Dynamix aren 't the 
only ones who feel that way. 
Check out Page 26 for the 
whole story on Sierra Pro 
Pilot. We expect the shipping 
date for this flight stm will 
be in May. Right now, the 
programmers are still work- 
ing and they won 't stop 
until they're 100% sure that 
they have a product that 
wilt put MS-FLTSIM into an 
unrecoverable tailspin. 

I I was expecting an article about 
King's Quest VIII in the recent issue (of 
InterAction), but the only thing I found 
about it was that it will run better with 
a 3D accelerator. Are you going to look 



into the realms of Mask of Eternity in a 
later issue? 

Mike King 
I Denver, CO 

Mike: 
\m%^ Sorry for the delay 

^^ in getting information 

out about King's Quest VIII; 
The Mask of Eternity. Fact is, we could- 
n 't get Roberta Williams to let go of any 
of the secrets she and her team are cur- 
rently working on So we did the only 
thing we could We got Roberta 's son, 
Chris, to do some investigating to get 
some "special" inside information on the 
game His article on Page 60 should quell 
some of your curiosity — for now. 

I I'd like to congratulate k.a.a on 
Hunter Hunted. It has quickly become 
one of my favorites. The two-player 
action is totally awesome. It's an adren- 
aline-pumping thrill! 

Paul Brown / Pottstown. PA 

Dear Paul: 

We couldn 't agree with you more. The 
folks down at Dynamix 
realty know what they're 
doing Find out what 
they're up to next by. 
checking out Page 
41 for an interview 
with Jeff Tunnell — one ofl 
the visionaries who 
founded Dynamix 
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Ken Williams co-founded 
Sierra Dn-Line in 1979. 
His extensive experience 
allows Sierra to remain 
the leader in the PC 
game industry. 

The Internet explosion hap- 
pened almost overnight and 
will not slow until virtually 
every computer in the world 
has Internet access. This is 
causing a cultural revolution 
with enormous impact on 
almost every aspect of our 
lives. Historians will look back on the 
birth of the Internet as being as signifi- 
cant to society as the invention of the 



automobile, telephone, or television. 
Common activities, such as how we 
learn, shop, get news, find movie times, 
communicate, rent cars, book travel- 
make dinner reservations, and even 
interact with your doctor, will all 
change for the better. 

I've thought a lot about what all this 
means to computer games. There are 
some key ideas that have dominated 
my thinking and will soon find their way 
into Sierra products. 
These include multi- 
player, creativity, 
inter-operability, 
league and tournament 
play, and a concept I 
call "off-loaded pro- 
cessing." Here's a 
quick overview of my 
thinking on each of 
these topics. 

Multiplayer 

At Sierra. I've been 
telling our developers 
that every product we 
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create must be fun, not just as a single- 
player game, but also as a multiplayer 
experience. This has led to a major cul- 
tural change at Sierra, raising some 
very interesting questions we're still 
trying to answer. For many products, 
it's fairly obvious how to make a game 
multiplayer. For example, with Trophy 
Bass if you could fish in single-player 
mode, it made sense that the multiplay- 
er version would allow you to fish with 
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Take your place in history with Robert E. Lee: Civil War General. Test your military mettle as you relive the battles 
of the Civil War in this true-to-life CD-ROM game. Lead your troops through 7 historic Civil War engagements, and 
enrich the experience with an in-depth multimedia presentation. Wage a campaign alone, or battle Head-To-Head 
via modem. Evocative illustrations by renowned Civil War artist Mort Kunstler and re-enactment footage by award-win 
ning filmmaker Jay Wertz make each battle so real you can almost smell the gunpowder. 

Experience the Civil War at its most exciting right now! See your local software dealer today, hit us at 

http://www.sierra.com, or call 1-800-757-7707. 
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friends from around the world. I play 
our Hoyie Blackjack regularly across the 
Internet, and will be standing in line to 
buy one of the first copies of our Hoyle 
Poker when it comes out. (Not really. 
HI get a free copy. There are some great 
benefits to my job.) 

In other product categories, such as 
adventure games, it isn't clear what 
we'll do. Some of our designers believe 



ence some level of mul- 
tiplayer adventure 
gaming, we put a new 
feature into Shivers 2 
that allows players to 
link to the Internet at 
any time during play 
and chat with others. 
To make sure this 
experience adds up to 
more than just another 
visit to a chatroom, we 
even did some work 
behind the scenes to 
place you together 
with others who are at 
approximately the 

The end result is 



through The Realm at any time you 
enter our cyber village. The Realm is 
beyond addictive, it is a way of life. I 
absolutely recommend you visit our 
website at www.realnuerver.com to 
read up on The Realm. 



Creativity 

Much of the Internet's success flows 
from the fact that it is an open environ- 
ment. The whole concept of giving 
everyone the power and ability to 
immediately publish their work is 
extremely appealing. Future Sierra 
products will allow users to express 
their creativity, and easily post their 
creations to the Internet. For Instance, 
race sim fans should be able to paint 
their cars and tune them up to suit 



4U-.* ««ft**!* M - - , |. HBMM their individual tastes, so the 

that when you jump NASCAR * „* /mWJw 

games have that ability. Later 
this year, Sierra will introduce a rac- 
same place within the game 

during play, if s like 



onto the Internet 




that adventure games are about stories, 
and adding additional humans to the 
story might actually detract from the 
experience. A second group at Sierra 
thinks adventure games are about inter- 
acting with people and places, and that 
the story should be whatever you make 
it. So, we are working in several differ- 
ent directions to give our customers a 
variety of options. 

For those who believe the story is 
the key, but still would like to experi- 



when you call. The end result 
is that when you jump onto 
the Internet during play, it's 

tike going to 
a movie with 
a bunch of 
friends. You're each 
experiencing the same 
movie privately, but 
you're also experienc- 
ing the movie together. 
To explore the other 
side of adventure 
gaming, we created a 
new concept so elab- 
orate that it can only 
be played online — 
The Realm. The 
Realm is a multiplay- 
er adventure game 
and an online community. When you 
enter The Realm for the first time, we 
give you a house, some clothes, and a 
bit of gold. From that point on, your life 
within The Realm is what you make of 
it. You can fight monsters, or just make 
friends. Since we have Just opened The 
Realm and haven't begun any advertis- 
ing yet, today we have only a small 
number of customers — around 5,000. 
But the shocking part is that you can 
find at least 800 of them wandering 



going to a movie 
a bunch off friends. 



ing product where every racer can cre- 
ate the racetrack of their dreams. For 
FRP games, players should be able to 
create their own dungeon levels — or 
even their own monsters — if they want, 
and be able to easily share them across 
the Internet. This sharing can take 
many forms. For our productivity prod- 
ucts, for instance, customers can 
already swap recipes (MasterCook) or 
clip art and greeting card designs 
(Print Artist). For a future action game, 
it might mean a way for my warrior to 
enter a dungeon you have created on 
your computer, to battle a monster cre- 




ated by 

another person 

who happens to 

live thousands of miles away. In the 

future, I want to see the tools we use to 

build games included with the software. 
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I want to open up data formats and the 
internal coding interfaces (APIs) to our 
products. If a Sierra gamer has a good 
idea for extending one of our products, 
I say do it. If it's really good, please 
share it with your fellow gamers. 

Interoperability 

Sierra's products should Jink to one 
another. We need to define standards 
to let that happen. I want our sims to 
link with our strategy games. When a 
Sierra action game and a Sierra simula- 
tion share common characters and 
themes, those products should be able 




The open-ended environment in The Realm allows 
characters to assume a role in the community. Your 
role in this community is completely up to you. 



to work together to achieve a gaming 
experience that is greater than when 
the products are used individually. If 
you buy a tank simulator, and I buy an 
A 10 simulator, we should be able to 
move together through a common bat- 
tlefield. Wouldn't it be even more awe- 
some if thousands of other people were 




doing the same thing? Then 
some of us could group 
together to form armies and 
perhaps someone else could 
buy the compatible war 
game to add a bigger picture 
strategy for the rest of us 
wandering around on the 
battlefields. We are investi- 
gating this same 
concept now with NASCAR 
Racing 2 and hope to release 
a strategy game that allows 
players to get involved In 
the management and behind-the-scenes 

aspects of the motor 

sport. 

Tournament/ 
League Play 

We do not intend to 
think small about 
what the potential is 
for competitions 
online. Take a look at 
our first major com- 
petitive effort with 
NASCAR (see page 30). 
America's fastest- 
growing sport is open- 
ing up a whole new 
sanctioned competi- 
tion based on the 
vision that online gaming is the future. 
The concept of league and tournament 
play will span all of Sierra's sports 
products. Our Front Page Sports Golf 
product has network play, and we will 
soon have leagues established. Our 
goal is to have hundreds of thousands 
of eyber-golfers with huge worldwide 
tournaments. 



Off-Loaded 
Processing 

When we link together 
multiple < milliliters. 
we have the capability 
to divide up the work 
so that our combined 
computers can do 
some pretty amazing 
things. It is possible to 
take a task and do 
some of the computing 
on our server, using 
your PC solely as a dis- 




play device. By off-loading some of the 
work, your computer is able to run 
much faster than if it had to do all the 
work alone. It is also possible to split 
work among multiple computers linked 
into the network. Imagine a game 
where we've got a thousand Pentium 
computers linked together, and you 
have access to all that computing 
power. What could you do? 
We can also act as a remote hard drive 
for your system, allowing your data to 
"follow" you as you travel to other 
locations such as a friend's house, or 
possibly to PC-based quarter arcades 
of the future. 

Within a few years, all computers 
will be linked together. To continue to 
think of the Internet as a single 
machine attached to a communication 
network is to lose sight of the tremen- 
dous potential that the Internet offers. 
Here at Sierra, we want to build this new 
powerful medium into something indis- 
tinguishable from magic. Through creat- 
ing communities of players, and through 
allowing players ways to customize the 
game universe, and finally through 
building products that allow these indi- 
vidual players to join together into a 
larger entity, we can build something 
much greater than can ever be achieved 
on one machine with one player. It is a 
very exciting time to be building games, 
and I think you'll also find it's an amaz- 
ing time to be playing them. 



Thank you. 




Ken Williams 
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'Shivers II transcends the 
groundbreaking magic of 
its predecessor with 
breathtaking artwork and 
slick puzzle design." 

- Cindy Yans. COMPUTER GAMES 
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By Christa Phillips 

The darkness is complete. 
ijt for the few yards of 
highway illuminated in the 
headlights of the Skylark, I could be on 
the edge of the world. The desert is 
not only vast, not just empty, more 
than silent — it's something more, 
sort of -knowing," hut indifferent at the 

same timecome to me] 

By daylight, the sepia tones of the 
dunes and scrub have an 
end. a vanishing point where 
they meet the sky. The heat 
is heavy on the skin, seeping 
through to the mind and 
kneading it into a shapeless 
lump of dough. The dry heat 
covers the body like an itchy 
wool blanket that you can't 
kick off in your sleep. 
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But the night, 
while bringing a welcome break from 
the heat, is stranger yet in that 
once the sun has 
made its kamikaze 
dive below the 
horizon, desert and 
sky meet in a single, 
limitless expanse of 
black. Where the heat of 
the day melts the senses 
to mush, the all-encom- 
passing void of the night 
makes common sense take a 
back seat to paranoid specu- 
lation. You begin to doubt 
your own existence. Am I real- 
ly here in this blackness? The sand, the 
cacti, the scuttling lizard — are they still 
out there? Or is my temperamental old 
Buick just hurtling through nothingness 
towarjl^arkclOllfllvlon? 
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Shivers: Harvest of Souls 
features an impressive 
technological advance- 
ment over the original 
Shivers. Harvest of Souls 
is the first mystery adven- 
ture game to feature what 
we call Vision 360* 
which lets you smoothly 
pan your entire surround- 
ings and stop at any point 
you want. What this 
means to you, the player, 
is that when you enter an 
area, say, the cafe or the 



cemetery, you are there. 
Let's say you're reading 
the headstones in the 
cemetery and you think 
you hear something 
behind you. You don't 
click on an arrow that 
takes you to a predeter- 
mined scene; you turn 
around, panning past the 
entire cemetery. In this 
way, Vision 360 gives the 
player a sense of total 
immersion in the game-a 
sense unrivaled by any 
other mystery adventure. 
So, when you get to 
Cyclone, Arizona, don't 
forget to look over your 
shoulder. 




To corral my wandering mind, I 
switch on the radio, and gradually my 
brain settles back down to Earth. 
Twirling the dial as I keep my eyes on 
the two patches of light ahead, I tune in 
a Tejano station that is coming in so 
clear from the Mexican 
border that I can 
almost hear snatches 
of music through the 
heavy static. 

Ah. music. .such that it is. I thought 
my life would be in music — and it is, I 
suppose — but not quite the way I'd 
hoped. All my life I wanted to be up on 
stage strumming power chords, 
screaming into the microphone, and 
driving audiences into a frenzy of adu- 
lation. But I realized after much humili- 
ation that I am neither musically nor 
vocally talented (what I mean to say is I 
suck) and I also suffer from an acute 
case of stage fright. So I decided to 
focus on the business end of the indus- 
try. I am now the agent, manager, bait 
bondman, and official shoulder-to-cry- 
on for Trip Cyclone, the greatest little 
band nobody's heard of. 

But they will. That's what this sum- 
mer, this infernal drive across the 
Valley of Death, is all about. Wendy. 
Lyle. Mike, Olivia, and Dave have spent 
the past few weeks in the armpit of 
Arizona known as CyclqncL.: qf : ^ ~ 

t (iestrovincrf 

working to earn enough money to make 



our first music video. See, Olivia was 
fooling around with the atlas one day 
and discovered a certain Cyclone, 
Arizona. Gee. wouldn't it be cute to 
shoot our CD cover there? Maybe even 
a video? Get it — Trip Cyclone. Live 
From Cyclone? Anyway, that's what 



the help of this masked man! He's even 
got a freaky name — Dark Sky, or Dark 
Night 



[Darkcloud] 



or something like that. I slave my sum- 
mer away trying to earn enough money 
to make a music video that I'm not 



"...a darkness, an emptiness. 

f~ - li e h i n d a 
ace Ma's 



brings me to the 
edge of the world 
on this seemingly 
endless drive. 

Only there's a 
wrinkle. 

A week or so 
ago. I got a letter 
from Wendy saying 
that this weird 
guy — a guy in a 
mask, no less — has 
suddenly become 
their knight in 
rusty armor and 
provided them 
with all the sound 
and video equip- 
ment they need. In 
fact, instead of 
waiting for me to 
get to town, they 
have been shoot- 
ing videos (sever- 
al, in factf) with 
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The jail holds its secrets like a crazed kill 
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"This town is evil 



as if it's undergone 
a Harvest Of S u 1 s ...* 
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going to appear in. Then along comes 
Weirdo in a Mask — a freakin* mask! — 
who doesn't want any thanks, won't 
reveal his real name, and ponies up all 
this audio and video stuff like he's some 
evil incarnation of David Geffen and 
Don King. 

And if that's not bizarre enough for 
you, Wendy's last letter said some wild 
stuff about townspeople disappearing 
and some strange rock paintings in the 
canyon. She even 
insinuated that the 
missing people had 
somehow become 
rock paintings (petro- 
glyphs or whatever) 
due to some creepy 
Native- American 
magic. Yeah, right, 
Wendy. Next time stay 
out of the sun. 
She seems to think 
that Devils Mouth 
Canyon 

[hungry for 
souls, must 
feed] 

is the source of some 
ancient evil! Sounds 



like a real charming vacation spot, eh? 
Wendy and the rest of the gang, appar- 
ently having watched a few too many 
episodes of "Scooby Doo," have taken 
it upon themselves to discover what 
became of the missing locals. They 
probably left town if they have any 
sense. From what Wendy says in 
her letters, the place sounds like a 
complete drag. 

Whatever nonsense Trip Cyclone has 




gotten involved in. I am not happy 
with the recent turn of events. I am 
hot, tired, hungry, and pissed off! I 
]ust want to check into my hotel 
and slip into unconciousness 

dream of me] 

for 10 or 12 hours. 

It looks like I'll get the chance 

soon. I just passed a sign reading 

[CYCLONE ] 
NEXT EXITj 

I pull the Skylark to 
a slop when I sec a ratty, hand-let- 
tered sign mounted on a sawhorse, 
blocking the exit. I can't read it 
from here, so I turn off the engine. 
My butt feels numb from hours of 
driving and my legs are stiff. I walk 
over to the sign and read 

[ROAD CLOSED 
DUE TO LANDSLIDE J 

I am not in the mood for this. There 
is no indication of an alternate route 
Into Cyclone. I look up at the stars, 
brighter than I've ever seen them. 
I need sleep [ CQme fc m e, 

dream of me] 

and I am not going to spend the night in 
the Buick. I pull the sawhorse out of the 
road, get back in my car, and head slow- 
ly toward town. 
The road is narrow and ill main- 
tained, but except for a 
dusting of sand and a 
few mid-size boulders, 
the road is passable. 
I drive slowly for 
another half mile and 
enter the main street 
of town. 
The street, the buildings, 



everything i|^ 
dark and there is not a living soul to 

be seen anywhere Wendy had written 
that they roll up the sidewalks at twi- 
light in Cyclone, but this is ridiculous. 
Even the streetlights are out. There 
must have been a massive power out- 
age. Maybe that's the reason for the 
road closure. Maybe the landslide 
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knocked out power lines or something. 
Man, Dave must be climbing the walls, 
with no place to plug in his amp. 

Following Olivia's map (drawn on a 
napkin from the Cyclone Cafe), I wind 
through the empty streets toward Mike 
and Lyle's Aunt Pearl's house. It's com- 
pletely dark, the front of the house 
presenting a blank face with darkened 
windows for eyes. I park the Skylark on 
the street and walk up to the door. 



I attempt to peer in 
through the front 
window, but see only 
the reflection of my 
own face. Although I 
suspect it's pointless, 
I knock loudly on the 
door for a minute or 
two before getting 
back in the car. 

What the hell is 



***M c^^ 




The drum set is gathering dust... where could Trip 
Cyclone be? 
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bomething wicked 
comes your way... But 
how can you be 
sure? Maybe it's a 
sense of being 
watched, or a tingling 
on the back of your 
neck. More likely, 
though, it's a sound. 
Perhaps you hear a 
door creak, or a foot- 
step, or think you 
hear someone breath- 
ing. You turn towards 
the sound, and realize 
that either you're 
imagining things or 
that your worst night- 
mare is about to 
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come true. When 
you're playing a 
game, how do you 
know where the 
sound is coming 
from? How do you 
know where to look? 
Harvest of Souls has 
solved that problem 
by implementing a 
feature called 
Directional Audio. 
The game channels 
sound independently 
to the left and right 
speakers. This way, 
you can hear the 
direction from which 
evil approaches even 
before you see it! 
Which, in the strange 
little town of Cyclone, 
could save your life. 









going on here? First the 
road is blocked, then the 
power is out, and now I 
can't find my friends. 
Those jerks — they knew I 
was coming tonight. Where 
could they be? Maybe 
they're all in the 

canyofiportal] 

holding a seance and trying 
to contact Elvis. 

Forget it. I need to sleep. 
I turn the car around and 
head back toward the hotel 
I saw on my way through 
town. 

After checking in to my 
room (no thanks to the 
surly desk clerk — he actual- 
ly told me I can't stay here 
longer than one night! As if 
the place was swarming 
with tourists! The only 
thing it's swarming with is 



~& 



roaches.) I lie down on the bed and 
stretch out my cramped and tired mus- 
cles. The room itself is a trip, all done 
up in some surreal art deco motif. It's a 
wonder anyone can sleeicOlTlG] 
in here with the decor making such an 
uproar. Still, I barely have the chance 
to brush the desert grit from my teeth 
and shed my dusty clothes before 
.ailing in,a kiva | 
a deep sleep. 

Where could they have gone? Am 
I here, or was I lost in the desert? 
Darkness, emptiness, a face behind 

amaaftfinci them, bring 
them to me] 

What? Have to find my friends. 

[gone, prayer sticks] 
[come to me] 

No! 

[let me in) 

This town is evil as If it's undergone 
a Harvest ol Souls. ¥ J _ 

ToarKcToua] 
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Now there's a software 
collection that helps 
you tackle the hustle 
and bustle of everyday life. 
SierraHome does for home 
computing what "office" 
software suites do for work: 

It transforms your 

home com- 
puter into 
an efficient 
creative assis- 
tant with five 
full-featured, 
premium 
products 
from Sierra. 

SierraHome 
includes Print Artist 4.0 
(a creative home print shop), 
CustomHome (your com- 
plete home design resource), 
MasterCook Deluxe 4.0 (a 
kitchen guide as thorough as 
a master cheD, LandDesigner 
(your professional landscape 
consultant) and Collier's 
Encyclopedia (a complete 
home research tool). 
Separately these incredible 
products sell for more than 
$200. But SierraHome gives 
you all five for just $74.95. 

A $200 value - 
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#70881 SierraHome 2.0 - Win CO 

He quires Windows 3.1 or newer. See individual 
product listings (or complete system requirements 



CustomHome" 

Design living spaces thai 
work for you, whatever your 
lifestyle. From simply re- 
arranging the furniture to 
a complete home design, 
CustomHome shows you rich 
3-D walk-throughs that fea- 
ture every interior and exteri- 
or detail to bring your dreams 
to life. Its packed with 300 
ready-made plans that are 
fully customizable. Move a 
wall, change room dimen- 
sions or remodel an entire 
kitchen with a few mouse 
clicks. An Automated Building 
Inspector helps you avoid 
mistakes and a built-in Cost 
& Materials planner helps 
you with the budget. 
CustomHome is the complete 
easy-to-use, multimedia guide 
to beautifying any living space. 




Transform your house into the dream 
home you've always imagined' 

#83005 CustomHome 

Win CO $49.95 
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Choose one product, or 
all 5 with SierraHome 2.0. 
Call 1-800-757-7707 today! 





Print Artist4.0 

No other creativity software 
can match the power, creativi- 
ty and ease-of-use of Print 
Artist 4.0. Just three quick 
steps and you're well on your 
way to creating unique, per- 
sonalized greeting cards, 
labels, stationery, banners, 
signs, and much more. 
Includes 10,000 free graphics, 
plus 1 ,500 professionally- 
designed layouts and 300 
expressive typefaces. Its the 
perfect full-featured tool for 
anybody who wants to create 
impressive, eye-catching 
graphics without the expense 
or trouble of high-end products. 
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Select from 1 .500 professional layouts 
and 10.000 full-color graphics. 

#83089 Print Artist 4.0 

Win CO 449.95 

#13089 Print Artist 4.0 

Mac CO 449.95 
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MasterCook" 
Deluxe 4.0 

Get your hands on the most 
comprehensive, feature-rich 
cooking software available 
today! With more than 2,000 
great tasting, appetizing 
recipes from some of America's 
most prestigious chefs. But 
MasterCook Deluxe 4.0 is 
much more than a recipe col- 
lection. An in-depth nutrition- 
al analysis feature gives you 
nutritional information for 
every recipe. Fast recipe 
searches save you time in the 
kitchen. There's even a shop- 
ping list feature that will 
streamline your shopping trips! 




Analyze (he nutrition content of more 
than 5.500 different foods. 

#93012 MasterCoofc Deluxe 4.0 
VHnVMac CO S39.95 
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LandDesigner 

Design the landscape you've 
always dreamed of, right on 
your PC! You can even take a 
3-D walk-through that shows 
you how your garden will 
look through the seasons and 
how it will change over the 
years. Start from scratch or 
use over 30 landscape plans. 
You can even incorporate ele- 
vation changes and existing 
structures into your plan. A 
complete symbol library and a 
database of over 2,000 plants, 
shrubs and trees puts every- 
thing right at your fingertips. 
"I here's even a special audio 
feature that tells you how to 
pronounce tricky plant names! 




Take a 3-1) stroll through your design 
to preview your dream landscape. 

#83007 IflflMbM 

Win CO .$49.95 
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Collier's 
Encyclopedia 

Whether its a school report, 
office presentation or simple 
curiosity Collier's Encyclopedia 
offers the in-depth informa- 
tion you need to help your 
whole family learn. It's packed 
with 21 million words that 
extensively describe an enor- 
mous range of subjects from 
artichokes to zoology. 




In-depth coverage of wide ranging 
subjects make Collier's Encyclopedia an 
invaluable resource. 

#80011 Collier's Encyclopedia 
Win CO $14.95 

Mb CD *Q*m 386SX- ?5 or tart*. Mndnrt 3 1 or 
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Order Direct from Sierra 

1-800-757-7707 
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I healthy, low-fat 
recipes with The Jenny 

CraiK Cookbook. 



NEW from MasterCook! 

The Jenny Craig" Cookbook 

MasterCook. the leading cooking software, and 
Americas most recognized weight-management 
expert have come together to bnng you The Jenny 
Craig Cookbook. It's a new collection that gives you 
more than 170 low-fat, healthy and appetizing 
recipes to help you eat smarter. It also includes fun, 
informative video tips from the culinary trade, plus 
tools to streamline your shopping trips. You tan 
even e-mail your favorite recipes on the Internet! 
#93009 The Jenny Craig Cookbook- Win/Mac CD ....$34.95 




New Version! 



en '«a*+t 4*eS* 33 V MOcr r*nr*wi j i or mm* *, MB OW Ti C I JMllWl film rTi fWI IimijQ 
;VK 2X&*0U Uk «rw *r»*H 6S04G tymT.vtmm. *W-<)M.mr :3' TVxsxx ~<r*u 71 CO** 



Cooking Light 4.0 

Celebrate healthy living with over 1,250 low-tat 

kitchen- tested redpes from the pa^cs. of Cooking 
Light, Americas number one food magazine. Its the 
software that makes it easy to prepare nutritious, 
great-tasting food. It gives you recipes for everything 
from healthy snacks to complete gourmet meals, all 
with an eye on healthy eating. Plus. Cooking Light 
includes nutritional analysis, menu planning, on- 
line recipe exchange, recipe printing and more 1 
•93013 Cooking light 4.0 • Win/Mac CD $34.95 

wrown **w-*oxn4M*39vM*.cr Mn&<^ 31 or mm 8MBMM SVG* rtrtaa p*ftc» WntomKwemt* tare cinj 
- oac. 7* coaow «*■ mw m+tt* «kmo. <*m» 1 1 m mm. * ub mm. mm. u* ntxtm warn*, n CDWM 




Become am of i-4 Imam tiw < kmm fen 

flghtitt$ to rule your Jomuin. 



( otto t %petis t weapons, /»/<»«»«/ abilities 
trul tlw powei you need to i amjues evU. 



Call (800) 7577707 today! 

_For more information, visit us at http://www.sierra.eom//birthright/ 
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hen the beta testers 
have played the game and 
all agree that it is better 
than everything else nut 
there — well ship it. 

-Steve Miles 

Available Spring 
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etrayal in Antara is the anticipated 
follow-up effort to the multi-award 
winning lietrayal at Krondor. The 
first previews for Antara appeared well 
over a year ago in the pages of maga- 
zines like Computer Gaming World and 
PC Gamer and, despite the fact that 
this follow-up is missing the participa- 
tion of fantasy author Raymond E. 
Feist. Antara was projected to be one of 
the few sure-fire bestsellers 
of the 1996 holiday season. 
Now, 1996 is gone, and 
lU'trayai in Antara is still in 
development. 

What's the real story 
on Antara and when will we 
see it? We caught up with 
Designer Peter Sarrett and 
Producer Steve Miles to get 
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Betrayal in Antara designer 
Peter Sarrett /above/ and 
producer Steve Miles (below). 
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an update on the game. What we found 
was a focused team that has just one 
goal in mind. Take the elements that 
made the original such a superior game t 
identify what worked and what didn't, 
and make the only suitable follow-up to 
a game that has found its way onto the 
"Hall of Fame" lists of several major 
magazines. 

Q: You've been working on Betrayal 
in Antara for over two years now. Even 
with alt the investment, can Betrayal in 
Antara really be a better game than 
Krondor? 

Steve Miles: From the beginning, 
we've always known that we were going 
to be compared to Krondor, so we 
always had the very tangible goal of 
surpassing it. The three areas where all 
the praise of Krondor has been focused 
were on 
the 

strength of 
the story, 
the quality 
of the inter- 
face, and 
its combat 
system. So, 
those are 
the three 
areas we've 
concentrat- 
ed on. 




tout 

Obviously, 

the biggest 

area we 

needed to 

make sure 

measured 

up was in 

the story 

itself, and we've created a brand new 

world, new stories, new characters, and 

all the details attached to that. A 

tremendous amount of time has gone 

into the story. I think it's easily the best 

story to appear in an RPG (role playing 

game) since Krondor. 

Miles: We can tell you that the real 
decision maker was when we passed 
around the story to everyone we knew 



that plays KPGs and 
they all came back to 
us and said, "Wow, 
that's a good story 
line. Can I get a copy 
of the game?" 

Q: So what is the 
story? 

Sarrett: 
<Laughter> We'll give 
you a copy, but you 
can't print it because 
it gives away the end 
of the game. 

Miles: People 
are going to have to 
play it to find out. 

Q: So aside from 
the story then, what 
else can you 
Mm? 

Miles: 
Well, as we 
said, there 
were three 
basic areas 
we focused 
on. Peter 
wrote an 
engrossing 
story. With 
the inter- 
face, we 
basically 
took the 
approach 
that if it ain't 
broke, don't 
fix it. The 
Krondor 
interface 
was great, 
so our inter- 
face looks and feels 
very much the same. 
If you've played 
Krondor, you'll be 
very comfortable 
with it, 

Sarrett: The third 
area is the combat 
system, and we did 
improve that. The 
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people who 
have played 
Krondor w\\\ 
feel at home, 
but they'll 
have 

increased 
options. We 
now have a 
hex grid 
instead of a 
square grid, 
so you're sur- 
rounded on 
six sides 
instead of 
four. This 
improves the 
tactical possi- 
bilities. We 
also have a 
richer spell 
system that 

makes players feel a little closer to 
their magic. We just make them work 
for it a little more. We also introduce 
the concept of "zone of control" in 
combat, the dominate space in front of 
you or in front of each enemy. Any 
enemy that walks into that space must 
stop and cannot use certain types of 
attack within that space. Different crea- 
tures, say a two-headed monster, would 
have twice the "zone of control." New 
concepts like that take Antara beyond 
Krondor. 

Miles: We've also done a lot to 
Antara from a presentation standpoint. 
The graphics are all in hi-res. and each 
area of Antara has its own types of 
trees, plants, and even different styles 
of architecture. Admittedly, a lot of it is 
eye candy and atmosphere, but that's 
part of storytelling. You get the feeling 
of being in a different world instead of 
feeling like "Here I am playing a game." 

Sarrett: Also, Krondor used digi- 
tized actors and that "breaks the 
plane." Antara s artwork is hand-paint- 
ed. Actually, a lot of it is rendered in 
3D, and then painted over so it looks 
like it was originally painted from 
scratch. All the characters you talk 
with have vivid portraits attached to 
them. We've got really great artwork 
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and sound attached to this 
product that Krondor just 
didn't have. All the various 
aspects of what made 
Krondor a great game are 
"ratcheted" 
up a notch. 
The artwork 
is better The 
magic sys- 
tem is 
improved. 
The combat 
system is 
improved, 
but I still 
think 

Krondor play- 
ers will find 
Antara a very 
comfortable 
game to play. 




Q: You guys have 

h(td a irrbsitc up for 
months now and you've 
been encouraging feed- 
hack. How has that 
het/M'd you make this 
product better? 

Sarrett: We've 
received hundreds of 
e-mails, and also hundreds of original 
CompuServe, AOL, and other postings 
when the original Krondor was 
released. We used all this original feed 
back as a launching pad and all the 



and all the 
details 



feedback on the website has helped us 

decide whether we're going about this 

the right way. 

Miles: Yes, that's been the most 

interesting part. Just recently, a player 
sent an e-mail to the 
website with a sug- 
gestion for an idea 
we had just imple- 
mented the day 
before. It made me 
personally excited 
that we were on the 
right track. It was a 
really good idea. I 
was jazzed that the 
customer loved the 
last game enough to 
pass the good Idea 
along and that we 
were in tune enough 
to have anticipated 
what customers 
want. That gave me a 
really good feeling 
that we're headed in 
the right direction. 



brand new 
world, new 
i new 



to that." 



—Peter Sarrett 



Q: This game wilt 
ship after Diablo, 
which, since its 
release, has been a 
big FHP hit. Any comments on that? 

Miles: Diablo is a dungeon crawl in 
the best tradition of Hack and Rogue, 
but many feel it's not a true role-play- 
ing game. In role-playing games you 
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t\ntara is 

compelling 

for the same 



have a long term mission, a detailed 
story, and characters that change and 
develop. In 
dungeon 
crawls, the goal 
is to kill mon- 
sters and col- 
lect goodies. I 
understand 
why people like 
dungeon 
crawls, I mean 
Diablo is a fun 
game, but our 
game uses a 
very different 
approach. 
Sarrett: 
Dungeon crawls 
are also a little 
thin on motiva- 
tion. You're 
controlling a lit- 
tle marionette 
that doesn't 
have any inter- 
esting qualities 
or personality 
of its own. 
Antara gives 
you four char- 
acters, all of 
which have 
strong person- 
alities. You'll 

know their backgrounds. A lot of the 
things that you end up doing in the 
game revolve around other characters 
that you've grown to care about. You'll 
find yourself responding to things for 



that it's 
compelling 
to turn the 
pages in a 
good book— 
you want to 
see what is 
going to hap- 
pen next." 

—Steve Miles 



the sake of a charac- 
ter's father, or 

because of 

something 

that hap- 
pened in 

your char- 
acter's 

past. You 

end up car- 
ing about 

your char- 
acters, not 

just 

because 

they have 

cool armor 

and stuff, 

but 

because of 

the types 

of person- 
alities they 

develop 

into. I in 

willing to 

wager that 

most of the 

gamers 

who play 

this game 

will be 

eager to 

get back 

into these 
characters when they finish the game. 
Miles: Most of today's FRP games 
are motivated by greed and power — 
bigger armor, more weapons, and a 
greater ability to kill stuff. Antara is 





compelling for the same reasons that 
it's compelling to turn the pages in a 
good book - you want to see what is 
going to happen next. It's motivated by 
curiosity, not by greed. 

Sarrett: If you 
load up Chapter I of 
Antara versus 
Chapter 6, you're 
going to know that's 
where you are. You'll 
find that your goals 
and motivations at 
the beginning are 
completely different 
than what they will 
be at the end — and 
those goals are 
never just "go kill a 
monster and collect 



This is David 
Henry, the 
Team Antara 
sound guy. 
All that great 
game music 
is his (and 
sos the 
snoring 
you'll hear 
when your 
characters 
are resting). 
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Art Director Jimmy Kowalski and team artists Rob 
Johnson and Tracy Boyd turn words into landscapes 
and ideas into characters. 



involved with 
these people 
and become 
them." From 
there, you 
control how 
they 

advance. For 
instance, we 
give you a magic 
user, but if you 
want to, you can 
boost his fighting 
abilities and make 
him a much better 
fighter. You can 
take a fighter and 
really focus on his 
lock-picking skills. 
You do have real 
control over how 
each character 
evolves. But, ulti- 
mately, it's a story 
with a beginning 
and an end. 




gold." In fact, at the beginning of the 
game you don't even know your ulti- 
mate goals, and they change as the 
game progresses. 

Q: Is Antara a true FRP? Or is it 
something dH 

Sarrett: With Antara, we are going 
to say "Here are these characters and 
they have history and personality. Gel 




Q: // sounds like a pnxtuit that — at 
it's heart — is § oto g to attract more of the 
(are adventure tfamers? 

Sarrett: That's absolutely correct. 
Traditionally, role-playing games are 
skewed more towards the adventure 
game audience because they tell a 
story. The only difference is that adven- 
ture games tend to avoid combat and 

player stats. In the 

last few years, it 
seems that FRP 
games have tended 
to take those two 
elements seriously 
at the expense of 
the story. With 
Antara, we're try- 
ing to reverse that 
and put the story 
back in front. 

Milam: We 
want to bring back 
people into the 
FRP audience that 
don't want the 
stats and the char- 
acter details, yet 



we want to 
keep those 
things there 
W^ forthepeo- 
J^r pie that want 
them. Antara is 
a story-focused 
role-playing 
game — as opposed to 
the combat-focused role-playing games 
that have dominated the market. I think 
that being story-based was what made 
Krondorso special when it was 
released. And there's never been any- 
thing like it since. 

Q: So when wilt we finally be able to 
play Betrayal in Antara? 

Sarrett: (liven where we are and 
the level of testing that we still have 
ahead of us, any guess on when this 
product will be done would be entirely 
too opti- 
mistic. 
There's 
no reason 
to even 
begin 
that 
process 
until we 
have at 
least a 
first 
chapter 
of the 
game 
that 
we're 
happy 
with. We 
aren't 
quite 
there yet, 
though 
we are 
very close. 

Miles: We've got a sign-up sheet 

active on the website now, ao wo can 
get players that have played not just 
Krondor but also the other games out 
there. When the beta testers have 
played the game and all agree that 
Hetrayal in Antara is better than every- 
thing else out there — we'll ship it. f:1 
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Download your tree demo and custom Lords II theme pack from our Web sin- ;ii 
http://www.sierni.com/games/lords2. Order your copy today hy calling (800) 757-7707 



Douse the enemy with boiling oil 
— but beware of flaming arrows! 



Catapults are excellent for 
creating "backdixn" attacks and 
catching your rivals by surprise. 



Storm the 
castle umi il' 
liege towen 




Use the 
mini-map to 
plan troop 
petitioning. 



Break down Cattle 

walls using the 
mighty catapult 



When victory 
I-. imminent, 
we the 
"Mop-Up" 

t(M>l to finish 
off the enemy. 



Build your own medieval weapons including swords, maces, 
pikes, crossbows, longbows, knight armor and pitchforks — 
hey, the peasants gotta have something to fight with. 




«*e 



All herald the arrival 
of Lords of the Realm II. 

A sequel to the award-winning Lords of 
the Realm, this medieval strategy/action 
game separates the men from the h< rys, 
With challenging new tactics Armor- 
piercing weaponry. And real-time battles 
that are frighteningly authentic. Clash 
via modem, or 4 lords can lay siege via 
network. In the end, you're either King 
— or you're dead. 

For information, see article on page 70. 
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Impressions gets medieval 

on your ass with a sub 
stantial revision of its 
strongest game yet." 

-PC Gamer 
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A seminal sci-fi classic comes 
to the PC with all its wonder 
md challenge intact. 



Required We Recommend 



486DX/66, Triple-speed 
CD-ROM drive. 8MB 
RAM, MS-DOS 5 or 
higher; Local bus video 
card, Mouse 



Pentium, Quad-speed 
CD-ROM drive; 16MB 
RAM 



n 1972, Arthur C Clarke published 
Hcndfzvous with Rama, one of the 
greatest "first contact" stories in the 
annals of science fiction. Since then, 
three more Rama novels have 
ap|H\jred, building on the concepts 
of the original to reveal an expanded 
viev\ of the Raman universe, a place 
ol marvels and mysteries, of techno 
logical splendor and philosophical 
subtleties that, at its best, at hieves ;i 
kind of mythic grandeur 
Clarke's collaborator in the last 
three Rama books is dentrv I ee 
himself a talented writer and a scientist 
of great accompHiment lee was chief 

NASA engineer tor the Calili*o luptter 
mission, director of mission planniiuj for 
the Viking mission to Mars, and worked 
with Carl Saqan on the landmark 
I \ ^rrics. Cosmos 



It was Lee who first conceived of 
turning the Rama books into an interac 
live PC adventure, and who approached 
a skeptical Clarke with the idea He also 
approached Sierra with the game pro- 
posal, and, to the company's credit. 
Sierra threw all its cor|)orate resources 
behind the project Once Clarke saw the 
preliminary artwork for the game 
(Those animations were almost as good 
as those in Jurassic Park'." he exclaims in 
part of the interview that comes with the 
gamel, he became enthusiastic about the 
idea and cooperated full v. 

Rama, the game, introduces charac- 
ters and concepts from the first two nov- 
els, and does so vvfth supreme confi- 
dence, spinning a story line that seam- 
lessly meshes traditional puzzle and 
t onundrum situations with the broader 
cultural and technoli>gi« .il issues raised 
in the novels 

I "he player assumes the role of an 
astronaut beinci sent to Rami to pfpl 

an original member of the crew who 
died under curious circ um stances. When 
you arrive on Rama, the vast alien cvlin 
dcr is slill dark, except tor a small base 
camp, and largely unexplored One of 
the first things you'll discover, after 
chec king your vid mail and checking out 
your locker, is an atomic bomb clearly, 
the human authorities ire (iking no 
chances, despite the seemingly peaceful 





Clarke fences with a Spider biot, a deadly 
critter You can deactivate it by finding a 
nearby laser device that operates a crane. 



tenia? iPf 
■ The still mechanism in the Wheel Region is useful for washing gunk off of puzzle pieces. 



intent of the alien vessel. 

Your explorations begin on the 
cylinder's huge Central Plain. Phis open- 
ing segment of the game is non linear 
(although it helps to be methodical in 
your travels): you see the sights, pick up 
puzzle pieces, have encounters with 
other crew members who supply infor- 
mation or message cubes that further 
the plot, and have your first run ins with 
the Raman "biots," the bio mechanical 
"maintenance crews" of the spaceship. 
You should definitely seek out the 
Centipede blots (which show up as long, 

segmented radar blips); some of them 
will be carrying im|>ortanl puzzle pieces 
Rut avoid the garbaqe-c ollectinq Crab 
Blots (triangular, howling pin blips), 
since their definition of "garbage* is a 
broad one and if you find yourself 

Standi nn, in th<*ir path, it inductor: you. 

Once you've siourvd the plains, you 
can attempt to enter the strange alien 
structures, some ol which form veritable 
< ities unto themselves. I went first to the 
region called "London" in the game. It's 
guarded by a force field, which makes it 
one of the lust places in the game where 
you can be killed, but the field pulses at 
regular intervals — a quick mouse click 
should get yon through the barrier 
unharmed, after which you can easily 
find the switch that disables the field. 

Entry into the Raman cities and 
their interior levels is accomplished by 
solving matrix puzzles, some fairly 
atraJghtfoi m aid, some rather subtle. As 
is the case throughout the game, the first 
puzzle in a given area establishes a pat- 
tern tor subsequent puzzles in that area 
(always remember that the Ramans do 
everything by threes, sine e thev have, 
among other charac teristics, three eyes). 
Inside I ondoit you must explore a trash 
pit (watch how the Centipede biot oper- 
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ates the elevator, then explore your 
inventory for a combination of objects 
that lets you replicate its actions), and 
survive a close encounter with a danger- 
ous Spider Biot. 

Rama is a relatively nonviolent 
game, just as the Ramans themselves arc 
a relatively benign species. But failure to 
scope out a situation completely — or 
failure to correctly interpret the technol- 
ogy you're suddenly confronted with — 
can be fatal. The game is fairly forgiving 
in this regard: if you die, Arthur C. 
Clarke appears on the screen, gives you 
a lecture on what you did wrong, and 
gives you repeated chances to "replay" 
the scene until you get it right. 

When you exit London, the plot 
suddenly thickens-, a "Ramaquake" 
shakes up the place, and urgent vid-mail 
messages inform you that the giant craft 
has just made a trajectory correction that 
puts it on a collision course with Earth. 
The nuclear bomb you've already discov- 
ered (and two more you haven't found 
yet) are now armed, and you have about 
six hours to finish your explorations, 
solve the remaining puzzles, and disarm 
the bombs. 

The more deeply you probe into 
Rama's levels, the more fabulous and 
exotic things you discover, including two 
resident life-forms, the Avians and the 
( ktospiders and the more difficult the 
puzzles become. 

And I do mean difficult. To explore 
the three tiered litv of '"Bangkok," for 
example, you must pass three "math 
lest" puzzles, put there by the Ramans so 
that the human explorers can prove their 
numerical literacy and thus their worthi- 
ness to gain access. The first test is easy, 
since it consists of repetition, recogni- 
tion, and manipulation exercises based 
on human mathematics. 

But the second and third "entrance 
exams" aren't nearly so simple. These 
require you to solve problems using the 
Avians' base-sixteen math system, and 
the Octospiders' (naturally) base-eight 
system. The Octospiders' tests arc cspe- 
daily fiendish, since you must not only 
calculate in base-eight numbers, but also 
translate colors 
into numerals. 
Mathematically- 
challenged play- 
ers (or those old 
enough to have 
passed through 
elementary 
school at a time 
when such things 
.is "base t-ight" 
were never even 
mentioned in the 
t lassroom), will 
find these inter- 
ludes truly exas- 
perating. 

My sugges- 
tion: Borrow a sci 
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The Octospider math manipulation device — be prepared to have your brain stretched when you 
try to solve this one! 
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^ The Myrmicats exhibit a 
remember the old song. 
Colored Baby." 



entific calculator. Or just fudge a little: 
the first two tests can eventually be 
passed if you use a regular calculator to 
divide by 16 and 8, respectively, and fac- 
tor the remainders according to the alien 
system. The third test, "manipulation," 
throws actual equations at you, and may 
well be beyond many players' abilities. 
Fortunately, you can finish the game suc- 
cessfully if you simply bypass these tests, 
although you'll miss acquiring a useful 
bonus item if you do. 

Once you make the critical journey 
;i( pom the Ice Sea and gain entry into 
the fabulous city called "New York," the 
game kicks into overdrive. In just one of 
the New York segments, the "Octospider 
Lair," you'll encounter enough puzzles, 
mazes, traps, and brain-twisters to fill 
many an ordinary adventure game. But, 
oh, the rewards... stunning graphic 
images, fascinating alien cultures, mind- 
boggling technological wonders! Great 
care has gone into the game's design to 
create the Mt. Everest of adventure chal- 
lenges and still maintain a profound 
sense of wonder. At its best, Rama truly 
does give you the sensation of great dis- 
coveries and an adventure of the spirit, 
of what it might 
actually be like to 
explore a huge, 
alien world. In a 
very real sense, 
you shoulder the 
awesome respon- 
sibility of repre- 
senting Humanity 
before emissaries 
from other 
worlds. If you 
succeed, a great 
new age of 
enlightenment 
awaits; blow it, 
pal, and Rama, 
with all its price- 
less marvels and 



curious symbiosis. Just 
Come to Me, My Melon- 



inhabitants, turns into radioactive dust. 

(ientry Lee's script crackles right 
along; the actors are convincing 
(although the real "star" of the story is 
Rama itself); the graphics are often jaw- 
droppingly beautiful; and the whole 
adventure is supported by a fine, moody 
soundtrack (composed by Charles Barth). 

Still, the game's extraordinary level 
of challenge does raise a question: I am 
not sure any gamer, no matter how 
patient and experienced, can crack Rama 
without resorting to help. (Okay, boys 
and girls, can you spell "strategy guide*?). 
The manual is too short and too basic to 
Ix* of any real use in solving the puzzles 
— but then, honestly, I'm not sure how 
you would design a manual that did offer 
significant advice without also being the 
si/e of, well, a strategy guide. I got lots of 
help, especially from the game's Producer, 
Kate Kloos, and its Director, Mark Hood; 
even so, it was all I could do to reach the 
endgame before deadline. 

But in the final analysis, Ram.i is 
worth every minute of frustration and 
mental sweat. Like the real adventure 
would, it stretches your mind, even as it 
richly rewards your senses. 

This is one of the best sci-fi games 
ever to appear in the PC format, period. 
But if you buy it, be prepared for the 
workout of your life. 

— William R. Trotter 



m GAMER 

A rich, 
faithful, adaptation 
ot the novels: lovely 
interface; gorgeous 
visuals. 

The most complicated, convoluted puz 
zles you've ever wrestled with. 

A monumental achievement. 
a landmark game that raises the bar several 
notches 
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. . .with Sierra Pro Pilot 



SubLOGIC. Dynamix. and 
Sierra are doing more 
than merely clamoring for 
Microsoft's throne; the 
Sierra team stands a damn 
good chance of seizing it 
away before Microsoft 
knows what hits them. 

-Happy Puppy 



Available Late Spring 



WIN95 CD 

■ com/jr QQriot/ 
$54.95 (Order *83461) 

Preferred System Requirements 




by John Sauer 

| etween the visceral, combat feel 

of Red Baron II and the simple 
| vector graphics of most hard-core 
flight replicators is a flight sunn 
fator that offers the realism of true-to- 
life flight. Coupled with 3D graphics 
and enhanced features, it brings a virtu- 
al sky to life on your computer. Play a 
title like this and you're experiencing 
flight as real as it can be — short of actu- 
ally going to your local airport and 
jumping into an aircraft. Few titles offer 
such a flight experience and none do It 
as well as the new Sierra Pro Pilot. 

Developed by some of the nation's 
leading flight sim designers (from the 
newly merged Sierra divisions of 

Dynamix and SubLOGIC), Sierra 
Pro Pilot is designed to take full 
advantage of Windows 95's 
advanced gaming potential. It 
combines cutting-edge com- 
puter technologies and a real- 
istic environment. Gamers and 
the press alike claim it's the 
most comprehensive personal 
flight trainer ever developed. 




Fly a range of aircraft with Sierra Pro 
Pilot, including the popular Cessna 172 
Skyhawk, Beechcraft V35 
Bonanza, Beechcraft 
B58 Baron. Beechcraft 
KingAtr B200, and the 
Cessna 525 CitationJet. 
It takes you from solo 
flight to private license cer- 
tification, single and twin engine, and 
even includes training to qualify for a 
commercial pilot's license. 
And it does it with ultra- 
realistic 3D graphics, 
sounds, and flight 
models. 

In fact, Sierra Pro Pilot 
is taking on every other 
flight sim in the market and beating 
them — hands down in every category. 
Sheer realism. Private and 
commercial flight level 
certification. 3D graph- 
ics coast-to-coast. 
More aircraft. No 
other flight product 
combines as many fea- 
tures so well. Sierra Pro Pilot doesn't 
just soar above other flight sims — it's 
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a flight experience. This 
flight software will teach you 
how to fly. 

Getting 
with the 

Program 

From the first 

time you start the 

engines in a Cessna trainer to 

your first cross-country 

flight, Sierra Pro 

Pilot guides 

you. If you've 

never put 

your hands 

on a flight yoke 

before, don't 

panic. This title has a virtual 

instructor who can (through 

animated visuals 

that you can 

refer to as 

often as nec- 
essary) show 

you how to 

start the engines, 
maneuver the flaps, and get airborne. 
This instructor becomes your constant 
companion, always avail- 
able to give you pointers 
and guidance on 
becoming a better 
pilot. Listen and learn 
and before you know it. 
you'll be a better pilot and 
earn certification for bigger and better 
aircraft. 

And if you are a sea- 
soned aviator. Sierra Pro 
Pilot gives you the 
power to take control 
of any of the aircraft. 
You can engage in virtu- 
ally an unlimited number of 
scenarios, from touch-and-go landings 
to cross-country flights. You can even 
micro-detail your flight conditions, 
including ATC (Air Traffic Control) and 
the weather. 

27 Million Reasons 
Why It's Better 

Anyone who has spent time on a flight 
sim has an appreciation for just how 
much time must go into creating those 
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visuals - you'll hear other 
pilots talking to the control 
tower as you watch planes 
preparing to land. 

Incredible texture-mapped 
terrain-27 million elevation 
points make it as real as 
possible. 

Fly a Cessna 172 Skyhawk 
Beechcraft V35 Bonanza, 
Beechcraft B58 Baron. 
Beechcraft KingAir B200, and 
the Cessna 525 CitationJet 

Fly cross-country to over 
2,500 airports. 





virtual cities you can fly around. Sierra 
Pro Pilot features 29 major cities across 
the U.S. and Canada, each rendered in 
stunning 3D detail. But Sierra Pro Pilot 
goes one giant step further by bringing 
that same level of detail to the entire 
United States. Fly a trip from San Diego 
to New York and you'll not only see 



every large city along 
your route, but also 
every major mountain, 
lake, and other 
significant 
visual ref- 
erence. 
That's 
because 
lead game 
designer Mark 
Pechnick gathered 
detailed U.S. geographi- 
cal data for 
more 
than 27 
million 
height 
references 
coast-to- 
coast for Sierra Pro Pilot. 
Coupled with 
SubLOGIC's 
extensive 
flight sims 
experi- 
ence and 
Dynamix* 
graphic exper- 
tise, Sierra Pro Pilot 
offers a texture-mapped, 
molded 
appear- 
ance that 
rein- 
forces its 
superiori- 
ty as an 

advanced flight experi- 
ence. 

And when you 
add to this 
level of 
micro- 
detail 
features 
such as 

GPS (Global Positioning System) 
navigation, the airspace and terrain you 
interact with in Sierra Pro Pilot is more 
realistic than anything ever offered in a 
civilian flight simulation. 

But it's not enough that both cities 
and terrain are this accurate and life- 
like. Plan a trip and you find that over 
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2,500 featured airport facilities actually 
exist. Try this experiment. Pick an air- 
port in the program that is close to 
your home. Look up the number in the 
phone book and ask them about their 
facilities. Then compare your notes to 
Sierra Pro Pilot. You can't help but be 
impressed with how accurate Sierra 
Pro Pilot tru\y is. 



Air Traffic 
Control 

One of the most 
exciting features of 
Sierra Pro Pilot 
(something most 
other flight sims 
offer only as an 
extra-purchase add- 
on), is ATC or Air 
Traffic Control. This 
built-in situation 
awareness adds even 
more to the authen- 
ticity of the in-the- 
cockpit feel of the 
flight as your instruc- 
tor and/or your copi- 
lot interacts with the 
Tower and other air- 
craft. Enter the air- 
space around a 
major airport during 
the busy afternoon 
hours and you'll gain 
a new appreciation 
for what pilots go 
through to maintain 
safe airspace. 

The virtual sky is 
filled with computer- 
controlled aircraft, 
although the extent 
of interaction 
between the player 
and these aircraft 

remains to be seen. Complete with a 

VCR function, overhead GPS map, 

select-range horizon 

shading, and very 

detailed terrain 

resolution.. Sierra 

Pro Pilot takes flight 

sims to 30.000 feet— 

and beyond. IM 




Designer Focus 



dl K r CM" "UK Id UlC IcdU [iCbly'lCl dill] Oil* 

vino force behind Sierra Pro Pilot. He's 
been very busy lately but took the time to share 
his thoughts on the past present and future of 
PC flight sims... 






How long have you been developing flight 
sims and what was your first product? Which 
products are you most proud of? 

My first product was flight Assignment: ATP, 
which came out in 1990. We were first to intro- 
duce ATC (air traffic control) as part of a PC- 
based flight sim in a subsequent release at this 
product. I would have to say this was my proud- 
est moment as a flight sim designer. 

Can you share some thoughts on where you 
think flight sims are headed? 

As of late, we are seeing trends toward a 
demand for greater realism in the flight models, 
photo-realistic panels, as well as picturesque 
textured scenery. To be viable in the flight sim 
market of today, all these issues must be suc- 
cessfully addressed. 

What feature-or features-are you most 
excited about? Whats going to set Sierra Pro 
Pilot apart from the competition? 

There's really not one. but many. We've 
emphasized realism from the start This includes 
flight-training maneuvers, accuracy of flight 
models and panels, the completeness of airport 
and navaid facilities, geographic recognition of 
scenery areas, as well as photo-realistic texture 
schemes. The quality of Pro Pilots engine and 
aircraft sounds, ATC. onboard flight instructor, 
and surrounding air traffic should astound the 
flight enthusiast. 

The goal-directedness of Pro /Wo/ best dis- 
tinguishes it from its competition. The user will 
be able to wort on or review maneuvers and 
cross-country flights necessary for the private, 
instrument and commercial licenses and rating. 
A flight planning wizard also exists to aid the 
user in planning cross-country flights, as well as 
feeding ATC along the actual route. If you wish 
to learn how to fly. Pro Pilot w\\\ train you. If 
you wish to exercise your competence as a pilot 
Pro Pilot will challenge you. And finally, if you 
wish to simply go sightseeing across the coun- 
try. Pro Pilot will entertain you. 
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Racing against real 
people makes NRDS 
very unpredictable. 
You need to have 
complete concentration. 

-Nim Cross. NRDS Beta Tester 




By David Senan 

Imagine you're Terry l^abonte. 
You've just completed the final 
race of the NASCAR. Winston Cup 
season and earned enough total 
points to guarantee yourself the 
overall series championship. 
You're celebrating your success by 
taking a victory lap with your brother. 
Bobby, who just earned the right to 
hoist the checkered flag at the Atlanta 
Motor Speedway. The fans are cheering 
and chanting your name, knowing they 
are witnessing one of the 
most memorable moments 
in NASCAR 's history Victory 
is sweet because it's yours. 
Quit dreaming, because 
now any computer 
owner can take , 
a shot at victory 
in a NASCAR- 
sanctioned race. 
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The newly formed NASCAR. Racing 
Online Series (NROS) is the first profes- 
sional sport ever created in the online 
world. The only thing not professional 
about it is that you don't get paid — 
sorry. It does, however, give ANYONE 
the chance to test their simulation dri- 
ving skills against the best in NASCAK's 
newest, fully sanctioned racing league — 
NASCAR Racing Online Series. 

This is real racing against real 
opponents for high stakes. It isn't just 
a game. The NROS is the 13th racing 
series completely sanctioned and 
governed by the same group that orga- 
nizes the NASCAR. Winston Cup Series, 
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the NASCAR, Busch Series and the 
other NASCAR races you've seen on TV. 
When you compete online in the NROS. 
you become a real competitive driver 
just like Jeff Gordon and the Labonte 



brothers. You compete 
in a professional sport 
that is not just for pro- 
fessionals anymore. 

Vision & Power 

Papyrus' Ed Martin Is 
the man who brought 
the NASCAR Racing 
Online Series to life. 
He has spent the better 
part ol the last three 
years plotting and 
planning with legends 
of NASCAR like Bill 
France Jr., NASCAR 
VP of Marketing and 
Communications Brian 
France — the man who dreamed up the 
NROS— and VP of Competition Mike 
Helton. Martin serves as NROS Director 
and will be in charge of assessing 
penalties, passing judgment on close 
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finishes, and making sure there's 
an equal level of competition in 
every race. 

"Working with some of the 
most influential people In car 
racing today has made me realize 
even more what a big deal NROS 
is," says Martin about creating 
an altogether new professional 
sport. "We are giving NASCAR 2 
users a chance to race in a gen- 
uine NASCAR-sanctioned series," 
says Martin. Suddenly people 
have the chance to live out their 
dreams of owning, managing, 
and driving for their very own 
NASCAR team. 



How Does NROS Work? 

To begin your "career" as an online 
NASCAR driver, you must first have 
NASCAR Racing 2, Papyrus' critically 
K c laimed stock car racing sim. There 
are two modes in NASCAR Racing 2 — 
Arcade Mode and Realistic Mode. The 
Arcade Mode is a great way for new 
users of the game to get up to speed. 



Feel Like You're Being Watched? 

NASCAR has become one of the most popular sports 
in the world for one reason: it's thrilling to watch. The 
speed, the power, the courage of the athletes behind 
the wheel, make spectators of all ages dream about 
designing their own stock car and racing it straight 
to the winner's circle. Well. NROS is no different. 

The game NASCAR Racing 2 has a feature called "Watch 
a Race'' Using the same button you push in the game, 
you can physically jump into any race that is currently 
going on in NROS. Vou can jump into any one of the 
many camera angles that the game boasts, right down to 
hopping into somebody's car. You can do all of this with- 
out disrupting any of the drivers in the race. Using the 
same technology that drives the "Replay" feature, spec- 
tators can jump from car to car and camera to camera. 

"Ultimately it'll be possible for hundreds of people to be 
in a race'.'' says Ed Martin. "Each race will accommo- 
date up to 44 racers and hundreds spectators. People 
might think that because anyone can race in this profes- 
sional series that it is no longer a spectator sport. Fact 
is. they're wrong. We're happy for people to watch races, 
we're just pushing harder for people to participate." 




It creates a level playing field for 

all of the racers on the track. Racers 

aren't affected in the same way as real 

drivers in terms of track ^^^^ 

conditions and wear and 

tear on their car. Arcade 

Mode makes it really hard to 

blow the competition away. 
It's the Realistic mode 

that draws all the hard-core 

race fanatics. Here you'll 
find the Gordon 
and Labonte 
wannabees. In 
Realistic mode, 
if your shock set- 
tings and weight 
balance aren't 
correctly distrib- 
uted, you won't 
whip through 
turns and leave 
the competition 
behind. It's accel- 
erating through 
the turns that 
separates the 
victors from the 
also-rans. Let's 
face it. anyone 
can drive fast on 
the straightaways; 
the heroes of 
NASCAR dominate 
the turns. Why 
should anything 
be different in the game? 

NROS takes into account 
that there are all different 



levels of drivers. 
There are those who 
prefer the consistent 
competition of 
Arcade Mode and 
those who thrive on 
the realism and 
spontaneity of the 
Realistic mode. 
Every driver is rated 
somewhere 
between skill 
levels 0-15. 
This ensures 
that you're 
always driving 
against other drivers with rela- 
tively the same level of skill. On the 
Arcade side, there are three divisions 



Gordon 

Jeff Gordon, the 1995 NASCAR 
Winston Cup champion and 1993 
NASCAR Rookie of the Year, is a 
huge fan of computer games. 
See him racing against other 
NROS drivers over the Internet on 
his website at www.jetfgordon.com. 





Use the "Watch a Race" feature in NASCAR 
Racing 2 to jump from camera angle to 
camera angle and car to car. 




based totally on skill level: Rookie, 
Amateur, and Pro. The distinction 
between the three is small because of 
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the nature of 
the Arcade 
mode, a level 
playing field 
for all drivers. 

The Real- 
istic mode Is 
different in 
many ways. 
If you think 
you're good, 
you'll find 
out quickly in 
Realistic mode 
just how good. If you stink, there's no 
hiding it. The Realistic side is divided 
Into five divisions depending on skill 
level: Professional, Semi-Pro, Inter- 
mediate, Amateur, and Rookie. The 
powers that be at NROS continuously 
watch your performance. As you 
improve, so does your competition. 

Basically, the people who race on 
the Realistic side of the NROS are the 
true "professionals" of this newly 
created online sport. The competition 
structure set up by NROS officials 
reflects that professionalism. The 
entire season is broken up into 
quarterly series in which you race 
for 12 weeks. During each series, there 
are nine opportunities each week for 
each of the divisions (Pro, Semi-Pro, 
Intermediate, Amateur, and Rookie) to 
race. Figuring that most racers in the 
NROS have other lives to lead, you are 
only required to race once a week. 

At the end of the 12 weeks, your two 
worst point totals are dropped — there 
has to be some flexibility involved. 
The drops minimize the agony of lost 
connections, being run off the track by 



some kamikaze amateur, or just need- 
ing to miss a week of racing (you know, 
for vacations, hot dates, or just leading 
a somewhat normal life). NROS then 
takes your 10 point totals and divides 
by 10, yielding your overall score 
for the quarter. 

After 12 weeks, the top 24 point 
winners (NROS uses the real NASCAR 
Winston Cup point system.. .what'd ya 
expect?) move on to race each other 
in week 13 — a one-time-only race that 
eliminates ties. The winner of that race 
gets the additional points added to 
his or her total score and is 
crowned the quarterly 
series champion. 

After the four 
quarterly series 
are completed and 
four champions are 
crowned, a five-week 
annual championship 
is held. The top three 
finishers in each of the 
quarterly series gain a berth 
in the annual championship series. 
Of thousands of racers who join the 




NRQS Is a Perfect TEN 

Ed Martin has also been working very 
closely with an interactive online 
network called Total Entertainment 
Network (TEN). TEN is a company 
that provides the infrastructure that 
makes gaming against multiple players 
over the Internet possible. The cre- 
ation of NROS encompasses two main 
development project*. 

"There are really two things going 
on to make NROS work," explains 
Martin. "The first part of the project 
was of course for Papyrus to develop 
the game {NASCAR 2). Then we had to 
add in all the necessary API's to make 
it run smoothly across TEN's online 
network. TEN's part of the project was 
to create a unique interface to our 
specs," says Martin. The end result 
of TEN's efforts is that the NROS inter- 
face will look and feel completely 
unique from the rest of TEN's site 
on the Internet. 

"The NROS is unique both techni- 
cally and from an entertainment 
standpoint," says TEN's Content 
Partners Manager Leissa Jackmauh. 
"The ability to race head-to- 
head in real-time via the 
Internet makes this the 
ultimate multiplayer 
racing simulation. 
As a fully sanc- 
tioned professional 
sport that's open 
to anyone with an 
Internet-ready PC, 
NASCAR Rating 2 ufa 
ware, and a TEN member- 
ship, the NROS is the most 
accessible pro sport on the planet" 
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Cheaters 

Never Win 
Face it, there 
are some folks 
out there with 
too much tech- 
nical know- 
how. So how 
is NROS going 
to regulate 
and terminate 
cheaters — peo- 
ple who go in 
and hack the 
system to make 
their car the 



NROS, it'll come down to a field of 24 
finalists participating in each round of 
the championship series. To fill out the 
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best? Think about it; with the right how- 
to hooks, anyone could go in and pro- 
gram a car whose tires don't wear down 
or that doesn't 

are already plenty r,,,,,,,,..,!^. 



the top three cars and two random 
ones will be immediately impounded 
and torn down, just to make sure that 
nothing funny's going on. 

When it comes to cheating, the NROS 
has an advantage over NASCAR: it's 
completely electronic. For each race, 
I computer compiles a baseline for 
exactly what happened every nanosec- 
ond of the race. That baseline comes 
in the form of a replay file that resides 
on the race server. Technobabble for 
some of you — a stern warning for oth- 
ers — and peace of mind for all racers. 
Once NROS impounds the replay files 
for those live cars in each race, officials 
have a way to check your fuel levels, 
tire wear, car weight, and many other 
controls that should change during 
the course of a race. 

NASCAR truly is one of the most pop- 



of sim racing leagues.. .but so far, none come 

close to what NROS intends to offer." 

—Wired Magazine, February '97 



field, NROS officials will take 
everyone's point totals during 
all four quarterly series, divide by the 
number of races the individual competed 
in, and the top 20 point totals qualify 
for the championship. 

During the five 
weeks of the champi- 
onship series, races 
will be held every 
Saturday. All 24 
racers in the field 
must participate 
in the scheduled 
races — no drops — 
winner take all. At 
the end of the five- 
week championship 
series, an NROS 
Series champion will 
be crowned. Just like 
other NASCAR-sanctioned series, there 
will be an NROS series banquet held 
to honor the champion as well as all 
of the people who participated in the 
online sport. 



A sure bet for the 

championship? Nope, a sure catch for 

Ed Martin and the officials at NROS. 




Labonte 



Bobby Labonte. the 1996 
NAPA 500 champion, can't get 
enough of racing in the NROS 
series. He's been known to 
come home from races on 
Sunday nights and race online 
for hours against other NROS 
beta racers. 



NROS officials are 
going to do the exact 
same things that NASCAR offi- 
cials do to ensure that everyone follows 
all of the rules. At the end of each race, 



ular sports these days. These drivers 
have become celebreties and heroes to 
millions of race fans worldwide. 
But what every young racer 
needs is the right training and a 
big enough bank account to live 
out their dream of roaring past 
the checkered flag at Charlotte. 

That's all changed with the 
creation of the NASCAR Racing 
Online Series. Now there's a com- 
pletely sanctioned professional 
sport that anyone can be a part 
of online. Results of 

NROS will be cov- 
ered by popular 
magazines and 
webzines such as 
NASCAR Online and results 
vill of course be posted by NKOS 
officials as data logs. TEN's Datasphere 

site on the Internet will feature a user 

written newsletter and information 
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Labonte 






His 1996 NASCAR Winston 
Cup championship was his 






second since Terry Labonte 
debuted in the NASCAR 






Winston Cup series in 1978. 
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"NROS gives everybody the 
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chance to experience the 




n feeling of winning the 




' checkered flag," j<^Fi^M 
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about the 
most realis- 
tic racing 
sim ever 
and now the 
most excit- 
ing possible 
use for it. 
If you've ever 
dreamed of 



about pick-up races that you won't find 
anywhere else. NROS is a very, very, 
very big deal. A few years ago. this 
was something that the guys at Papyrus 
never dreamed of and the folks at 
NASCAR didn't know was possible. 
The marriage of two has brought 



designing. 
building, and racing 
a stork car in a NASCAR 
series, then hold on tight and get ready 
for the ride of your life. NASCAR Racing 
Online Series is about to make your 
dreams reality. IM 




Its the small tweaks to your 
car that make the difference... 



rv 



Your ticket to competitive online stock car driving 
is NASCAR Racing 2, the latest racing sim from the 
braintrust at Papyrus. .XASCAR 2 improves on all 
of the coolest features of the critically acclaimed NASCAR 
Racing game. New to the game are many of the dri\ 

tracks, and statistics 
from the 1996 NASCAR 
season, and network 
capability so you can 
race against up to eight 
friends over a network. 
Hut the COOleSt new 
feature in the game, 
according to NROS 
heta Test Driver 
Lonnie Larkan, is 
the addition of a 
spotter and a crew 
chief who provide 
updates on track 
and car conditions. 

"You get completely 
absorbed in the reality 
of driving a stock car 
against the best drivers around," Larkan says. "While all of 
Papyrus' racing sims are right on, NASCAR 2 is hands down 
the most realistic because of the spotter. He gives you so 




much instant 
Information 

you need 
during a race 
to succeed 

In addition 
to spotter and crew chief 

audio updates, HASCAR 
Racing 2 also features accu- 
rate driving physics and 
maintenance requirements. 
"What most people don't 
realize is that each rao 
won and lost in the gar 
area." Larkan explains. It's 
the small tweaks to your car 
that make the different 
Winning reflects how well 
prepared you are for a r 

Races are decided by who 
blows through the turns 
fastest. Some critical settings 
to check before each rai 

■ Tire pressure & balance 

■ Shock settings 

■ Weight distribution 
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Experience the 
Elegance of 



Front Page 



ports: Golf's 

Visual and 

Technical 

Design— A 



sion of Art 
nd Science 



We want players to 
feel like they're actually 
playing the game, not 
just watching it. and 
we've designed lots of 
new features to make it 
dn just that." 

-Vance Cook. FPS: /^//Designer 



By Ann M. Marcus 
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f golf is your passion, chances are 

you've played dozens of 

computer golf games. 
Another one could just take 
up space on your hard 
drive, or it could change 
your perception of com- 
puter golf forever. What 
sets Front Page Sports 
Golf apart from other 
golf simulation games 
on the market is the 
elegance of its visual 
and technical design — 
fusion of art 
and science. 



Strokes off Genius 

Vance Cook, the Designer of 
Links 3H6 is the man respon- 
sible for Sierra's FPS: Golf. An 
avid golfer, he's trained in 
electrical engineering and 
physics. 



Instead of being content with using the 
established computer golf technology. 
Cook upped the stakes by introducing a 
whole new way to play. He spent 
countless hours developing 
FPS: Golf from the 
ground up. "We want 
players to feel like 
they're actually play- 
t ing the game, not 
just watching It, 





and we've 
designed lots of 
new features to 
make it do just 
that," Cook 
explains proudly. 
This compelling 
game and sporting 

experience combines the choreography 
of the game of golf, the breathtaking 
beauty of several world-renowned 
American golf courses (flawlessly 
replicated in 3D graphics), lifelike ambi- 
ent sound, and realistic human gaming 
behavior and interaction. What it adds 
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up to is a virtual 
experience that's 
truly on par with the 
real thing. 

The Art of 
the Swing 

"The standard way 
of executing a swing 
in other golf simula- 
tion games is with a 
tri-click technique," 
Cook explains. This 
method involves 
three mouse clicks 
(hence its name) in 
rapid succession: a 
first click starts the 
swing, the second 
click selects the 
power, and a third 
click sets the accu- 
racy and snap. The 
video image of the 
golfer who represents 
you on-screen actually takes the swing 
alter you've finished your three clicks. 
"By contrast," he emphasizes, "FPS: 
Golf uses a revolutionary new 
interface called TrueSwing™, 
which makes for more interac- 
tivity in the game. You'll feel really 

TrueSwing u Technology 

New Interactive TrueSwing allows the most 
realistic swing control. How you glide your 
mouse determines your shot direction. The 
traditional tri-click swing is also available. 

involved... not that you'll work up a 
sweat or hreak a wrist, of course," he 
jests, "but you will have more fun." 
TrueSwing makes for better playabil- 
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Its attention to detail and meticulous precision set FPS: Golf apart from the competition. 
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Play using the traditional tri-click technique, or 
the revolutionary TrueSwing™ interface 



ity," says Cook. "The game gives 
you the option to use the tri- 
click method if you 
want to... but 
why would you 
want to?" he quips. 
"It has a tendency 
to make you feel more 
like a spectator than a 
player." FPS: Golf's tech- 
nique actually captures the 
mechanics of the game 
itself by letting you use the 
mouse to control the club 
In real-time, making it an 
extension of your arm. You 
experience it more visceral- 
ly, and the game reacts immediately — 
to both bold and 
subtle changes In 
your stroke. 

To execute the 
interactive TrueSwing 
in FPS: Golf, you first 
pull back the mouse 
to pull the club 
back — there is a 

direct, visible relation- 
ship between the 
movements. To initi- 
ate and complete 
the swing, you push 
the mouse forward 
at a rate of speed 
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consistent with the power you want the 
shot to have. By finessing the mouse 
with a lateral sweep, you can draw 
(mild left curve), fade (mild right 
curve), hook (dramatic left curve), or 
slice (dramatic right curve) the shot. 
"What this means," observes Cook, "is 
that you can 
form 
your 



lon't 
in a 
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...tf ft Ain't Got That Swing 

Sierra On-line has all the right moves. It 
incorporates TrueSwing, a cool new 
technique that makes your golf swing 
as smooth and easy as zigzagging your 
mouse. Draw the mouse toward you for 
the back swing, and then let er rip or 
tap 'er home. You decide exactly how 
much finesse is required. ..how much 
English it'll take to clear the trees and 
Keep your shot right on the pin. Forget 

the dick -dick -click, method you have to 
use in other golf simulation games. It 
only keeps you from experiencing the 
feel of the sport. Step up and tee off 
with the most authentic golf game out 
there: FPS: Go/f. 
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A number of various camera angles let you size up 
your shot from many different perspectives. 

shots on the fly — the same way you 
would when you really play golf. And 
when you get to the green, you'll find 

Courses include such 
four-star favorites as 
The Prince of Kauai in 



Each course is re-cre- 
ated with meticulous 
accuracy to within 
inches of the real 
thing. And each lets 
you choose from 1 2 
challenging game 
types including 
Stroke, Match, Skins, 
Four-Ball, Greensome, 
Bloodsome, Ryder 
Cup. Stahleford, and 
several types of 
Scramble. The 
courses included 
with most other golf 
games come in files of around 12MB. 
You can imagine the difference you'll 
see in modeling detail of FPS: Golf's top 
courses," challenges Cook. "Files 
average 70MB for each of our 
courses. ..they're just full of 
accurate details." 
Each course's clubhouse brides, 



that TrueSwing really lets you 
fine-tune your chips and putts 
down to the tiniest nuance." 

Being There 

l,oad up one of FPS: Golf's 
world-famous courses, and 
you'll swear you're smelling 
newly mowed 
grass. The 
courses include 
four-star 
favorites like 
The Prince in 
Kauai, Hawaii, 
the Pete Dye 
Golf Club In 
Bridgeport, West 
Virginia, as well 
as the immedi- 
ately available 
add-on course. 
Coeur d'AJene 
Resort Golf 
Course in Idaho, 
and the soon-to- 
be-released 
Black Diamond 
Ranch in 
l^ecanto, Florida. 



Hawaii and the Coeur 
d'Alene Resort in Idaho. 

and other structures — like trees 
and mountains — are fully ren- 
i /Srt# dered in 3D. so they change 
according to the player's 
orientation and don't appear 
flat or one-sided. 
This gives a much 
more authentic feel 
to being on each 
course. The male 
and female golfers 
are also rendered 
in 3D rather than 
being standard 
video clips. "I'm 
convinced that 3D 
is definitely the way 
to go, especially as 
multimedia tech 
nology gets better," 
Cook explains. "3D 
characters let 
players have real 
control over the 
golfer's movements 
rather than relying 
on prerecorded 



Load up one of Front Page Sports: Golf 
amazingly real golf courses and you'll 
swear you're on vacation. All of the 
game's courses are modeled with preci- 
sion on the most exquisite courses 
America has to offer. Experience the 
vicarious thrill of teeing off at a world- 
renowned resort from the comfort of 
your own computer. Stroll the manicured 
fairways, luxuriate in the breathtaking 
natural beauty of each course's abundant 
flora, relax with realistic sound effects, 
enjoy the playful camaraderie of real or 
virtual competitors. But best of all, 
count on the challenge of world-class 
golfing. Just don't yell "FORE!" too 
loudly-you'li scare the cat 



Wherever you go, there you are. And to 
make sure you get the right perspective 
when you get there, Front Page Sports: 
Golf brings it ail into focus, thanks to 
the wonders of 30 animation. Unlike 
games that use video sequences and 
limit your vista to a small number of 
fixed perspectives, Front Page Sports: 
Golf gives you full freedom of move- 
ment and the vision to go with it. 3D 
rendering means you can rotate a player 
in any direction to make sure you hit the 
perfect shot or you can walk around any 
of the game's hazards and watch the 
scene adjust automatically to your point 
of view. And isn't it better to see the 
world your way? 



swings and moves." 

The advantages of the 3D golfer 
are numerous. You control every 
movement of the golfer. You also have 
more control of directing the ball on 
certain kinds of shots. In every sense, 
you are the golfer. 
Ball and Chain 




The FPS: Golf design team rendered eacti 
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One way that FPS: Golf is realistic is in its detail 
and the number of options it offers. 

Vance Cook's physics background 
certainly came in handy in developing 
the ball dynamics that make FPS Gaff 
stand apart from the competition. 
Because of his agreement with Access 
when he left, Cook could no longer use 
the technology he developed for the 
Links products. So he engineered 
Sierra's program from scratch. "Many 
things were changed," says Cook. "For 
example, the collision model is so 
sophisticated, when you hit the ball off 
a tree or other structure by mistake, 
the ball bounces and spins realistically. 
Also, the ball rolling model is now 
based on precession and rigidity, so 
you can actually see the ball roll back 
at the pin on approach shots. That is, if 







course within inches of the real thing. 



you hit it right," he 
says. "You'll appreci- 
ate these changes 
when you see how 
similarly the ball 
behaves in our game 
as compared to real 
life." 

Another element 
that can enhance 
your gaming experi- 
ence is network and 
modem play. You can 
compete with a large 
group of your friends 
or co-workers in a 
tournament that spans any local area 
network (LAN). Or hook up with a 
golf buddy across town — or across the 
country. 

When it comes to options, FPS: Gotf 
offers you a full spectrum. FPS Golf's 
sophisticated technology not only 
gives you all the excitement of the 
sport you love, but complete control 
over when and how you play, and a 
choice of some of the most beautiful 
courses in America on which to play. 
You even control the subtlest elements 
of the game: from the length and dew 
content of the greens; to wind condi- 
tions; to the skin, hair, and outfit colors 
of the player; to the nature of the 
challenges you'll encounter. You can 
choose TrueSwing or the tri-click 
method and calibrate your swing. 
Set your own and your computer 
opponent's skill level, select from a 
full array of clubs (if you don't like 
the built-in caddy's choice), and decide 
just how you'll finesse the shot. FPS Golf 
has a full handicap system and will 

keep track of your scores 

so you can gauge your 
progress throughout your 
career. The sophistication 
of the game's technology 
lets you create just the 
kind of gaming experience 
you want. 

"If you've played other 
PC golf games, you may 
find your scores higher 
than you'd expect when 
you first play FPS: (tolf. 
That's because it's a more 
challenging game than the 
competition," cautions 



Cook. "But once you've played with 
TrueSwing. and mastered the initial 
challenges, you're in for some really 
outstanding golf." 

With Front Page Sports: Golf, you 
get the most realistic ball dynamics 
ever programmed into a golf sim. You 
get TrueSwing, a mouse-driven swing 
technique 






,Up, 
and 
Away! 



When you hit a golf baft just right it 
takes off with the grace of an angel But 
how do you figure the physics of an 
angel in flight? Don't worry, someone s 
already done 1 for you. Front Page 
Sports: Gotf incorporates the kind of 
mathematics that could make you dizzy 
just thinking about it These sophisticated 
formulas transform a bunch of really 
scary numbers and symbols into pure 
art... into lift sail, draw, fade drop, 
bounce, and maybe even a hole-m-one 
if your guardian angel is paying attention. 
No other golf simulation game gives 
you so much. 



that, like in the real game, makes 
the club an extension of your hands. 
And finally, you get the latest chapter 
in golf innovation from an industry 
legend. What's it going to take, a 
3-tofl in the back of the head? Do 
yourself a favor and check out 
Front Page Sports: Golf. IM 




Accurate Ball Dynamics: Apply your desired spin to 
a shot and the bait flies and bounces accordii 
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Help Design the Future of Interactive Sports Games 



G3 



ey s|K>rts fans, we need your 
help. It's that time again for 
us to decide what types of 
Kames to focus on next year. We have 
put together a survey to find out what 
kinds of sports games you are looking 
for and what features you'd like to see 
in them. 

As you know. Sierra's Front Page 
Sports line is constantly evolving. With 
titles including Baseball Pro 9ft Football 
Pro '97, Trophy Bass 2, and Golf, FPS has 



stayed at the top of the sports simula- 
tion world for years by bringing you 
great technology, cool graphics and the 
most comprehensive gameplay avail- 
able. We've always tried to give our fans 
exactly what they want. 

Well, we want to keep up that 
tradition. And to do that, we need your 
input on our upcoming game ideas. We 
are asking for your opinion on baseball, 
golf, boxing, bass fishing, fly fishing, 
saltwater fishing, skiing, snowboard ing. 
football, basketball, soccer, hockey, 
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bowling, and sailing games. Which of 
these should become FPS games? What 
kind of options should we include? 

Take some time to fill out this survey. 
Tell us what you like. For example, do 
you like arcade style games? Would you 
like to see a river fishing simulation? We 
ask you to take it seriously, because we 
do. So, don't ask for an underwater 
floor hockey game unless you really 
want to see one, 'cause you just may 
get what you wish for. 
Thanks for the 
help! 




Sports Survey 



1. From the list below, choose five features which you feel are the most important in 
your purchasing decision of a BASEBALL simulation game. (Check five) 



J Manager profiles 
□ Full 3D graphics 
J Home run derby 
J Play-by-play announcer 
J Contracts/salary caps 
J Fast Sim 



bi 



J Divisional 1 -game tie-breaker 

J Schedule making utility 

J Season/team/career record books 

J Stadium announcer 

J MLB license (team names/logos) 

J Modem. Network & Internet play 



2. On a scale of 1 to 5. with one being not at all important and five being very 
important bow important is each of the following when purchasing a BASEBALL 
simulation game? 

a. Realistic simulation (takes into account environmental influences as well as 
ball and bat physics) 

12 3 4 5 

b. Arcade fun (easy interlace to pitch and hit ball) 

12 3 4 5 

c Statistical handling (lots of stats and plenty of easy ways to review them) 
12 3 4 5 

d. Team management (throughout the season) 

12 3 4 5 

e. Television style graphical features (lots of video, announcers/commentators) 

12 3 4 5 

3. From the list below, choose five features which you feel are the most important in 
your purchasing decision of a GOLF simulation game. (Check five) 



J Graphics quality 
J PGA professionals 
J 30 golfers 
J Career play 
J On-line play 



J Number of add-on golf courses 
J Accurate ball physics 
J Video of course/resort 
J Multiple camera angles 
J Aerial fly-by hole previews 



4. How many of each of the following types of add-on GOLF courses would you 
most likely buy per year? 



Famous courses 
Exotic courses 
Resort courses 






□ 

J 
3 



1-2 
J 
□ 

J 



3-4 
J 

J 



i+ 

J 
J 
J 



How many add-on GOLF courses would you buy per year at the following prices? 

None 1-2 3-4 5+ 
S24 for a single course J J □ J 

$39 for a 2-pack □ □ □ j 

S49 for a 3-pack □ □ □ J 

Have you ever heard of Front Page Sports GOLFS Interactive TrueSwing ru 
method of playing PC golf? J res J No 

Thinking about BOXING, which one of the following personalities do you feel 
personifies the sport of Heavyweight Boxing 7 (Check one) 



J Joe Fraiser 
J Evander Hotyfield 



I Riddick Bowe 

J George Foreman 



J Larry Holmes 
J Other 



From the list below, choose five features which you feel are the most important in 
your purchasing decision of a BOXING simulation. (Check five) • 

J Heavyweight boxing 
J Middleweight boxing 
J Welterweight boxing 
J Lightweight boxiag 
J Career mode 
J Statistical depth 



J Professional tips 

J Real venues 

J Prize money 

J Simulating historical-boxer fights 

J Simulating different boxing styles 

J Historical video of boxing bouts 



9. Now. thinking about fishing simulation games for your PC. Using a scale of 1 to 5. 
with one being definitely would not buy it and five being definitely would buy it 
how likely would you be to purchase each of the following FISHING simulations? 

Bass fishing/general lake fishing 12 3 4 5 
Fly fishing/river fishing 12 3 4 5 

Saltwater/big game fishing 12 3 4 5 

10. From the list below, choose five features which you feel are the most important in 
your purchasing decision of a FLY FISHING simulation. (Check five) 

J Detailed simulation of Whitewater boating 

J Brand name equipment/sponsors 

J 1st person. 3D perspective (e.g. Quake) 

J Full simulation of line snags, tangles, backlash, etc 

J Regional add-on packs (Alaska. New Zealand) 

J Actual fishery regulations 

J A fly-tying "How To" section 

J Ability to design/tie flies and use them in the game 

J Professional tips 

J Seasonal changes/factors 

11. What method of castng woukt you most prefer in a FISHING simulation? (Check one) 

J Interactive TrueCast with the mouse (pull mouse back and » 

push forward to launch) 
J Casting meter to click at timed intervals (similar to traditional 

PC golf simulations) 
J Point and click to location for lure to hit water 

12. Thinking about snow SKIING simulations, of the following resorts, which five 
would you like to ski the most? (Check five) 



J Whistler. Canada 
J Aspen. Colorado 
J Vail. Colorado 
J Park City. Utah 
J Steamboat Colorado 
J Jackson Hole. Wyoming 






J Squaw Valley. California 
J Breckinridge. Colorado 
J Lauberhorn-Rennen. Switzerland 
J Hahnenkamm-Rennen. Austria 
J Kandahar-Abfahrt Germany 
J Piste Olympique. France 



13. Using a scale of 1 to S. with one being definitely would not buy and five being 
definitely would buy. how interested would you be in buying each of the following 
3D SKIING simulations? 



Olympic ski racing 


1 


2 


3 


4 


5 


Snowboarding 


1 


2 


3 


4 


5 


Extreme skiing 


1 


2 


3 


4 


5 


Downhill ski racing 


1 


2 


3 


4 


5 



Continued on next page 
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14. Which one of the following skiing personalities do you feel personifies the sport 
of SKIING or SKI RACING? (Check one) 

J Alterto Tomba j Tommy Moe 

J Ptcabo Street J JU Kin 

J Jean Claude Killey □ Other 

15. From the list below, choose five features which you feel are the most important 
in your purchasing decision ot a SKI RACING or SNOWBOARDING 
simulation. (Check five) 

J Regional expansion packs 

J Ability to wander off course 

J Brand name equipment/sponsors 

J Video tours of the resorts 

J Ability to perform trick moves (aerials, flips) 



J Accurate course layout 
J Professional tips 
J Instant replay feature 
J U.S Ski Team license 
J Internet play 



16. Using a scale of 1 to 5. with one being not at all important and five being 
extremely important how important is a modem/network/internet playable game 
to your purchasing decision? 



1 2 



3 



5 



17. Thinking about FOOTBALL. Would you be interested in an interactive, live NFL 
game play-guessing feature that would allow you to compete against others on 
the Internet? (i.e. OBI * ) J Yes J No 

18. Using a scale of 1 to 5. with one being not at all important and five being 
extremely important how important is each of the following when purchasing a 
Football game? 



Real NFL playbooks 1 2 3 

College stats downloading utility 1 2 3 
High school stats downloading utility 1 2 3 

19. Now thinking about basketball. Using a scale of 1 to 5. with one 
important and five being extremely important, how important 
following when purchasing a BASKETBALL simulation game? 

Play-by-play announcer 1 2 3 

Color Commentator 1 2 3 

Realistic dunks 1 2 3 

Exaggerated dunks I 2 3 

NBA license-real teams/players/logos 1 2 3 

All-Star Weekend 1 2 3 

Realistic statistical simulation 1 2 3 

Arcade fun 1 2 3 

Play editor 1 2 3 

Career play 1 2 3 

Download players stats over the Internet 1 2 3 

College teams and players 1 2 3 

20. Thinking about SOCCER Using a scale of 1 to 5. with one b 
important and five being extremely important bow important 
following when purchasing a SOCCER simulation game? 

Realistic statistical simulation 1 2 3 

Arcade tun 1 2 3 

Career play 1 2 3 

MLS license - real teams/players/logos 1 2 3 

World Cup teams and players 1 2 3 

Television style graphical/audio features 1 2 3 



5 * 

5 

5 * 

being not at all 

each of the 

5 

5 

5 

5 • 

5 

5 

5 , 

5 

5 

5 « 

5 

5 m 

ng not at all 
each of the 

5 

5 » 
5 
5 
5 

5 A 



21. Please provide us the following information about a variety of sports 
games/simulations for your PC. Which of the following have you purchased in 
the past three years or are you considering purchasing in the near future? 





Own 


May buy 






Own 


May buy 


Football 


J 


J 


55 


Golf 


□ 


J 


Baseball 


□ 


J 


56 


Bolt add-on 


□ 


J 


Basketball 


□ 


□ 


57 


Fishing 


J 


□ 


Hockey 


j 





58 


Soccer 


J 


J 


Boxing 


3 


J 


59 


Bowling 


J 


□ 


Skiing 


j 


J 


60 


Sailing 


_l 


J 



22. Using a scale of 1 to 5. with one being not at all confident and five being 
extremely confident, how confident would you be in a brand new sports title 
from each of the following? 



Access 

EA Sports 

Front Page Sports (Sierra) 

Microsoft 

Sport Accolade 



23. Which three of the following sources do you consider to be the best for learning 
about software games titles you might buy for your PC? (Check three) 

J Web sites 
J Internet boards 
J Advertisements 



J Game demos 
J Store clerks 



J AOL/CompuServe/Prodigy 
J Friends recommendations 
J Magazine reviews 
J Packaging 
J InterAction Magazine 



J Male J Female 



24. Please indicate your gender. 

25. Which of the following ranges best describes your age? 

J 20 -35 



J Under 13 
J 36 - 56 



J 13 -19 
J Over 56 



26. Oo you have any additional questions or comments? 



Optional 






Name 



Adtfres: 



City 



State 



Zip 



Phone: 



What type of computer do you have 7 
J 486 J Pentium 



J Mac 



J Other 



Please mail completed survey by June 1, 1997 to: Front Page Sports Survey. Ann: InterAction Magazine, P.O. Box 53008. Bellevue. WA 98015-3008 
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J J n the legions of game 
/ / designers, no career 
/ / has developed with quite 
/ / the schizophrenic progres- 
L-J^sion as that of Jeff Tunnell. His 
steady advancement through the pio- 
neering phase of computer game 
development has included ^^ fyX 

everything from sophisticated ^%^EI 
flight sims to slightly cornball 
screensavers, with award-winning 
learning games, cutting-edge action 
games, and even off-the-wall adventure 
games to his credit A quick look at 
the bestsellers list even reveals 
his name attached to a best-sell- 
ing Bass Fishing simulation. His 

PHOTOS |Y MATT HUIBW 





pinball games shoot lasers and 
launch rockets. His action games 
match bazookas and bombs 
with a quest for car parts for a 
73 Grand Torino sedan, and his educa- 
tional games assemble caged rats and 
dropping anvils into learning 
machines just crazy enough to 
work. It seems he can magically 
make anything into multimedia 
fun if he puts his mind to it. 
As a founder of software developer 
Dynamix, head of the JTP produc- 
tion company, and respected 
member of the Sierra braintrust. 
Jeff has been instrumental in the 
creation of the computer gaming 




industry and is fashioning the future of 
interactive entertainment even as you 
read this. We caught up with Jeff 
Tunnell recently at his Kugene, Oregon, 
offices to get an update on his current 
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Ultra Series 



*mr An ftMnriB 

Mi ■•came uynamti s most 
nccmful product line to 
Ml.'-MTiewII 

Late in 1995, Sierra 
released 3-D intra Ptnball, a 
quirky pinball game based 
011 Mu-OutfMtst title that 
quicldy gabbed the atten- 
tion oi ptnball gamers world- 
wide. It was a perfect com- 
bination of superior .ii) 
graphica and animation with 
addicting gameplay. Thus was 
launched one of the most 
successful computer pinball 
titles to date. Jeff Tunnell 
and the folks at Dynamix 




Are you brave enough to i 

kite within M Ultra PMnl: Creep Night? 



were on to something. 

They followed this suc- 
cess with the scary, fright- 
eningly good sequel 3D Ultra 
hnlxttt. Cheep Sight . Whoever 
would have guessed that a 
ptnball game could scare the 

living daylights out of you? 
Well, now the most suc- 
cessful product line to date 
in the history of Dynamix is 
launching two more 3D I Vm 
titles ( orningnexl month, 3D 
Ultra MinlGott puts a whole 
new spin on putt-putt golf. 
In addition to the usual 
windmills and castles found 
OH most courses, you'll also 

encounter flying spaceships. 
pterodactyls, and volcanoes. 

With two 
courses 
optional 
club swing 
control, and 
four-player 
LAN and 
modem play 
this is defi- 
nitely not 
the minigolf 
you played 
as a kid. 



Then this 
fall, look for 3 
D Ultra Ptnball 

The Lott ( on/in 

ent. Action/ 
adventure is 

the theme this 
time and it's 
baaed on the 
adventure dri- 
ven life of Rei 
Hunter, a bush 
pilot and part- 
time hero-for- 
hire whose plane crash 
lands in an unexplored jun- 
gle. The game, which will 
Include over 20 tables with 
fully rendered 3D character* 
follows Rex 
and his friends 
as they brave 
vicious dino- 
saur attacks, 
cross treach- 
erous terrain. 
and outwit 
cunningly laid 
booby traps. 
The ultimate 
goal will he to 

overcome the 
challenges of 




3-0 Ultra MiniGotf launches rockets 
into the stratospere. 

the wild and help Rex repair 
his plane so he and his 
friends can return home. The 
Lott Continent takes pinball 
in treacherous, adventure- 
filled directions. 




3-0 Ultra Mftntfioff: Be very careful when you 
enter the Haunted Mansion. 



projects and to catch a glimpse at his 
view of the future. 

Q. You've done a lot of things in year 
deatdc ptus tenure in the industry What 
have you teamed at* tut gaming? Are 
there certain vh-n\*>nt\ that aft great 

games have m co mm on, <>r it each one 
different? Of all your creations, which do 
you consider to he your favorites 7 

A. It continues to amaze me that the 
same things that were fun 12 years ago 
are still fun today. We add better 
graphics, incredible sounds, multiple 
players, and yet the same themes con- 



: linue to dominate the charts. Players 
\ like to blow things up (especially each 
I other), explore, improve their charac- 
: ters. strategize. build things, work 
i through great stories, and basically 
I experience things they can't do in the 
| real world. Once in a while a great 
I game will he viewed as a revolutionary 
; breakthrough, but I have yet to see one 
j that doesn't follow one of these themes. 

Dynamix has created a lot of prod- 
I ucts during the past 13 years that uti- 
| lize one or more of these themes to 
: make a fun and successful game. I'm 
! extremely proud to walk into our demo 
\ room and see framed boxes of all 60 



Original titles Dynamix has produced 
from inception to now. Some of these 
games I have had a lot to do with as 
either the designer or director, and 
many others I have guided as producer, 
but in some small way, my influence is 
in all of them. 

Choosing favorites from these titles 
is about as impossible as choosing your 

favorite child, but some prodlM I Hues 
do have more fond memories than oth- 
ers. Working with Damon Slye, the 
cofounder of Dynamix. to produce the 
entire line of historical flight simula- 
tions from Red Huron to the Aces prod- 
ucts is still one of my career highlights. 
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Damon is an incredible designer, and 
his influence is still heavily fell in my 
designs and product ideas 

For example, Damon had the original 
Ida for my favorite product. The 
Incredible Machine {TIM). It was an 
idea we bounced around for 10 years 
before I finally went ahead and had it 
developed. TIM is my favorite l>ecause 
I think it is the most innovative title 
Dynamix ever developed and is close 
to being a new genre. In addition, 
the programmer and co-designer, 
Kevin Ryan, was a partner in Dynamix 
in the early days, and working with him 
through the years has been a pure joy. 

Q. When you design a game, or uxtrk 
with others on designs, what do you 
think you bring to the table that makes 
the games better? What do you look lor, 
or put into the design, that wilt make it 
more lun and more interesting to play? 

A. I bring a huge knowledge of what 
has and hasn't worked over the 
years — providing a big picture of where 
the product needs to go when the 
designer gets stuck. Some of my best 
work comes from acting as a sounding 
board for creative people. During 
those meetings, I'm always an advocate 
of pure fun as well as accessibility. 
Mostly we focus on the fun aspects, 
but if the interface isn't intuitive, then 
the fun may go unnoticed. 

Probably my biggest strength is my 



EarthSiege 3 




a network, modem, and the 
Internet, one of the greatest 
new features will be the amaz- 
ing replayabillty of the game 
New randomly generated and 
plot-ohented missions are going 
to hi- available. Although a 

player progresses through a 

story, the game can Im' replayed 

endlessly, due to the virtually 
Infinite number <>f missions. 
Play underground, dty, and 



f ■rtfcSaaf 3 wt snog isjud Ifwl 

to the hrturaoc battle omaurtm.. 

-Jaf 



It's been 200 years since the defeat 
and destruction of the Cybrftd invasion 
forces. What does that mean for you? 
EarthSiege is hack! The talented team 
of designers at Dynamix are working 
on Future Wars, the third Installment 
in the EarthSiege series. 

ES3 continues the EarthSiege story- 
line, but with some very distinct dif- 
ferences. What once was a battle for 
survival between man and machine Is 






underwatei scenarios thai will 
challenge players with everything 

from exploration to 
all-out < orabat 

Along with a variety 

of configurable vehicles, 
Including Hercs, Hover- 
craft Tanks, and various 

Aircraft, you will also have 
an arsenal (if weapons. 
rything from 
Autocannons to Thermal 

Diffusers. ES3 will allow 

yon to issue the challenge 

■ low away all takers. 



The art team works out the new In terface . 



now a conflict over valuable planetary 
resources ES3 will also feature an 
edgier attitude, magnified by a grittier 
style of art, not to mention a com- 
pletely revised game engine. With 
seamless 3D movement in multilevel 
environments, tins new engine allows 
for combat to take place underground 
and inside structures, as well as on 
Open terrain. However don't despair, 
traditionalists— £53 will utilize many 
elements from the previous games. 
Along with the ability to play over 
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willingness to take chances with differ- 
ent products. Sometimes this flops, but 
usually the rewards outweigh the risks. 
Trophy Bass was the last time that I 
championed a product that many peo- 
ple did not understand. The director, 
Randy Dersham, and I took a lot of flack 
from a lot of people during the develop- 
ment process, but the sales results 
have proven to be extremely positive. 

Currently, Driver's Education is anoth- 
er product that is not exactly a game in 
a proven genre. However, I think it has 
the potential to be one of Sierras most 
successful titles ever. 



Q. What are yt>u working on now? What 
wilt we see in the near future and what 
are you most excited about? 

A. Right now I have five titles in devel- 
opment, with a bunch more on the 
drawing board. 

3-D Uitra MintCotf (Spring 97) 
extends the 3D (Ittra series, and is 
shaping up to be one of the most fun 
titles Dynarnix has ever produced. 

/hirer's Education (Fall '97) uses our 
latest simulation technology to teach 
people the rules of the road and how to 
react in driving situations. I'm excited 



about this title because my daughter, 
Heidi, is just about to get her driver's 
permit. I figure that if all dads are as 
worried about this event as I am, then 
hm fi\ Education will be a huge seller. 

3D Ultra ftntxill 3 The Lost Continent 
(Fall 97) brings an action/adventure 
theme as well as some incredible inno- 
vations to the pinball market. Many 
people don't know this, but our Ultra 
Pintail series has become Dynarnix* 
most 
success- 
ful prod- 
uct line 



Fast Twitch Action 




Take your pick: Rrepower or itroftli. 
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"Hunter Hunted has 
the raw, frenetic feel of a 
suspenseful action game. 
(It) takes you prisoner with 
ravishing 3D SGI graphics. It 
looks absolutely spectacular 
and plays just as well, if not 
better." -GatneSticeWeekly 

Hunter Hunted, the adren- 
aline-packed weapon fest 
from Dynarnix, continues 
to receive raves from both 
hard-core gamers and the 
gaming press. People just 
can't seem to get enough 
of the intense speed of the 



game, or that 
gripping feeling 
of knowing that 
death could be 
hiding around 
the next corner. 

Imagine a 
world in the 
21st century 
where death 
and destruction 
are everyday 
occurrences. Your chances 
for survival are slim. 
Welcome to Hunter Wanted. 
Two-player gameplay lets 
you choose the role of the 
human street warrior Jake 
(equipped with an arsenal 
of weapons), or the sewer- 
crawling beast named 
Garathe Den (who fights 
with a spiked club, fangs, 
and electric whip). Either 
way, you're both the hunter 
and the hunted. One false 
move and you're facing the 
afterlife. Play it right and 
you just might get out of 
this hellhole. 

CyberGladiators 

( \twrill<i<lui(<trs, another 



k.a.a. creation out of 
Dynarnix, is making its own 
mark as the ultimate PC 
fighting game. Reviewers 
and hard-core gamers are 
finding Cyherfiladiators 
takes fighting to the 
extremes. 

A new mutant life form — 
metal warriors known as 
CyberGladiators — pits eight 
fighters (plus two bosses) 
against one another as they 
battle to the death in ten 
fighting arenas. Pick your 
warrior and let the death 
match begin. Engage in 
combat against the comput- 
er or battle head to head 
with your 
friends. 
Motivated 
by hatred 
and revenge, 
you'll slam, 
smash, and 
thrash your 
way to victo- 
ry or face 
certain 
annihilation. 

Realistic 
3D motion- 3D fighting 




Randy Thompson brought 
new energy to the genre 
wtth Cyherfiladiators. 

captured technology has 
you kicking, punching, and 
back flipping like a master 
martial artist. Knock off 
your enemy's head and 
watch the life-force sparks 
ooze out. 

Let the carnage l>egin. 




hyper fait 
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to date, outselling huge titles such as 
Aces of the Pacific. 

Lastly, I'm most excited about 
EarthSiege 3 and FEAR because I think 
these products will really wake up the 
action genre here at Sierra/Dynamix. 
Tim Gift, Rick Overman, Mark 
Krohnmeyer, Paul Bowman, and many 
others have been working on 
Dynamix's new Simulation Engine for 
over a year now, and it is the most 
incredible 3D technology I have ever 
seen. It is the same technology that will 
be in the upcoming King's Quest VII! 
and many other Sierra titles. 

EarthSiege 3 (Fall '97) will bring 
squad-level combat to the futuristic- 
battle simulation. Many people may not 
know that Dynamix created this genre 
of products by developing the first 
Mechuxirrior game for Art i vision back 
in 1989. After Sierra acquired us in 
1990, we moved forward with the 
EarthSiege product line, and we contin- 
ue to be absolutely committed to mak- 
ing this a line of the richest futuristic 
combat products on the market. Look 
for books, comics, board games, and 
miniatures in the near future. Dave 
Selle, a veteran designer of all the 
EarthSiege products, is the director. 
Some of the ES3 features Dave has 
come up with will be Internet play via 
local servers, the ability to switch 
between different vehicles during com- 
bat, over 50 different vehicle types in 
four different classes, and the ability to 
play from three different sides. 

FEAR (Spring '98) will be 
Dynamix first effort in the 
growing first/third person 
3D action genre. Chris 
Cole, the past direc- 
tor of Hunter 
Hunted, is design 
ing hot innova- 
tions to this 
product. FEAR 
uses the new 
Dynamix Sim 
F.ngine, which is 
definitely next generation 
to anything that is out 
there. 

Q. A lot of our readers have 
expressed an interest in working 



as game designers in the future Is there 
any advice you can give them? 

A. Step one is admitting that you want 
to be a designer. Strong desire to 
achieve a goal is more important than 
anything else. Next, you need to play 
lots of games, think about why they are 
fun, and write up your own ideas. On 



another front, attending college Is 
imperative. Take computer program- 
ming so you can understand technical 
issues, but make sure you can commu- 
nicate and write, as well. 

After you've done all of that, getting 
through to big companies like Sierra or 
Electronic Arts is the hardest part. It 
will take a lot of effort on your part. 



Ultimate Fear 
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which is definitely the next generation to 
anything that is out there..." -Jeff Tunnell 

Jeff Tunnell and his cohorts (the 
cybrids and bioderms of Dynamix) are 
working on what will be the ultimate 
in first-person shoot-'em-up adventure 
games — FEAR. Set on Titan, one of the 
moons of Saturn, FEAR will focus on 
rescuing all human survivors of an 
I Assault Squadron attack. You will 
have the choice of playing one of 

four characters — Horn, Phaesia, 
Orpheus, and Jinx, who 
embody the four different 
r styles of gameplay: speed, 
stealth, endurance, and ram- 
page. 

FEAR will allow you to switch 
Characters at any of the 
Transporters scattered 
throughout the game. On 
, the down side, changing 
characters takes a signif- 
icant amount of energy. 



Since energy is in desperate shortage, 
you can't afford to switch very often. 
Although the entire game can be com- 
pleted without ever changing charac- 
ters, different fighters have different 
advantages In each situation or envi- 
ronment. For example. Phaesia or 
Horn may reach 

a secret room by crawling through 
an airduct, while Jinx would simply 
smash through a wall. 

Since FEAR will offer many types of 
gameplay, you will be able to choose 
whether you want to play solo (you vs. 
the computer), war game (net play), 
or squad force (networked cooperative 
team play vs. the computer). 

As well as having standard tools, 
defenses, and energy cells, each chap- 
ter of your mission will offer a new 

character-sperifir weapon and a n*»w 

power upgrade. You will be able to 
visibly outfit your characters as you 
unfold a terrifying mystery set in a 
world of true 3D enemies and deep- 
space environments. 



www.Sierra.Cdm 
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Training Wheels 



"Driver's Eduaction uses our 
latest simulation technology 
to teach people the rules of 
Hie road and how to react 
to driving situations..." 

-Jeff Tunnell. 

Getting your driver's 
license. The rite of passage 
your 15-year-old sees as a 



major step toward indepen- 
dence. You. on the other 
hand, keep having night- 
mares about freeways, cops, 
and "a ticket for doing 65 in 
a 25." Don't sweat it. 
Coming soon from Dynauiix 
is Driver's Education, a com- 
prehensive, real-time driving 
in.st riH Ik mui! simulator. 




Keep 'em oft the sidewalk: Driver's Education uses 
advanced technology to teach people to drive safety. 



Driver-Ed" 

the video 

instructor 

will guide 

your young 

driver 

through the 

Driving 

\< ademy. In 

this virtual 

* I. iss rot )|l| 

setting, 

Driver-Ed" 

will give your teen the 

straight facts about driving; 

teaching everything from 

the rules of the road for 

each ofl the 50 states to 
reading street signs. 

Krom there it's on to The 
Virtual City, where a driver's 
permit will get your child 
behind the wheel of a 
virtual car. He or she will 
«ri( ounter real driving con- 
ditions, such as heavy traffic, 
other cars, careless drivers. 







w * 


















freeways, and how to deal 
with them. Reacting to 
these real-life driving situa- 
tions will give your toon 
driver crucial experience 
before he or she actually 
hits the road. So whether 
your cttld will drive the 
crowded streets of New 
York City or the expansive 
Montana "autobahn.** he or 
she should hop into Driver's 
Education first and take it 
for | spin. 



but keep trying. Start by taking a job 
testing games in Quality Assurance. You 
will learn a lot from being around nttnh 
lished designers and looking for bugs 
in their products. 

We are always looking for tal- 
ented and creative people, so if 
you want to be a designer, 
please keep trying! 

Q. Where do you think i>u BM 
wilt be in two, five, and 10 years 
down the road? What 
advances are you most 
excited about? jT 



A. It is obvious 
that the hot 






areas of development for games over 
the next couple of years will revolve 
around 3D and multiplayer. Even 
though the Internet has a lot of prob- 
lem such as latency and 
transfer rates, the 
impact of playing with 
real people is such 
that you can never go 
back. We'll solve the 
problems because the 
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rewards for doing so art- great. Imagine 
a persistent EatthSlegB world where you 
can cooperate with your friends against 
other people in real-time battles. As 
you advance through the ranks, your 
reputation as a squadron leader grows 
among those playing the game. You are 
the beet Along with the fame comes 
more money, belter weapons and 
Heecs, and more control over lower- 
ranking players. All the same themes 
that made those "80s games great will 
be there. It's just that now vou get to 
experience them with your friends! 

As usual, I can't wait for the future 
to come, but I know that once we get 
there, I'll l>e just as excited about the 
next big thing! I'.' 




KuyJ, 

The deals from Sierra jus! keep getting better!-^^" 

Now we're giving away some of our top-selling games free! 

Here's How It Works: jM 

Just select any product marked with th* j Free Bonus symbol on the next four 
pages, then choose your Free Bonus products from the list at right. Plus, 
there's no limit to your savings, because you can choose a Free Bonus for 
every specially marked game you buy! Call 1-800-757-7707 today! 

- with the free 
Bonus symbol count toward Free B<--nus •-• lections must be nv ;•• from the list provided N«> 

tutions allowed Special offer good n US and Canada only. Not valid wit' ■ Dupom 

Orders must be received no later than May 31, 1997 We reserv* the right to limit quantities 
'.o dealers please There, now that's >'<,( r.ii 




J 

\FREE 




** LBSURE SUIT LARRY: LOVE FOR SJUL 

Al Lowe's loveable, laughable singles-scene stealer 
sets sail on another hilarious miss-adventure. The world's 
gaudiest cruise ship is the setting as the most famous char- 
acter in computer gam 
ing history sets 
his sights on the 
gorgeous Captain Thygh 
and a shipload of other 
beauties. This is the most 
hilarious Leisure Suit 
Larry yet! 



se your free bonus 
from this 1st of 
l» top-seBng games: 

Aces: The Complete Collector's Edition (DOS CD #83628) 
Caesar II (Win 9S/00S CD #23702. Mac CD #1 3702) 
Casino Deluxe 2 (Win CD #83734) 
CyberGladiators (Win 95 CD #83693) 
Earth$iege2(Win95CD#83671) 
Front Page Sports: Football Pro '97 (Win 95 CD #83684) 
Hoyie Classic Games (Win CD #83738. Mac CD #1 3738) 
The Beast Within (DOS/Win CD #83238, Mac CD #1 3238) 
Hunter Hunted (Win 95 CD #83600) 
Lighthouse (DOS/Win CD #83377) 
Mission Force: Cyberstorm (Win95 CD #83683) 
Poke Quest: SWAT (Win/OOS CD #83274. Mac CD #13274) 
Power Chess (Win 95 CD #83123) 
Robert E. Lee: Civil War General (Win CD #83732) 
Silent Thunder (Win 95 CD #83691) 
Hoyle Casino (Win CD #83743) 
Jf-^' Trophy Bass 2 (Win CD # 83695) 



prowM by CUC Sottwart 



I LORDS OF THE REALM I _jionuL- 

Chaos regins across the land as you lead an >^^/N 
army of knights, archers and swordsmen into battle. Master 
medieval weapons of destruction as you try to smash your 

way to the throne of 

England in head to-head 
real-time combat with 
four player network sup 
port. Four computer rivals 
and virtually endless van 
ables make for unequaled 
replayability. 



WW CO 

#83320 



$54.95 




WWtVDOSCD 

#83710 



$54.95 



diimm 



NASCAR RACING 2 

Get behind the wheel of a 700-horsepower stock car and race 
against the actual cars and drivers of the NASCAR. Winston 
Cup series. The all-new Rendition-Ready NASCAR* Racing 2 
now includes 16 different NASCAR, tracks, all featuring incredible 
. realism. You control all the 

options that real-life NASCAR, 
teams use to squeeze out 
every last ounce of speed. 
Also features faster frame ' 
\r f ^ I fates, exclusive spotter/ 

JLQMYTtym/ ^ jiLr* I crew-chief audio, 1 9% cars 

* 00 * s *£y I an d drivers, plus modem and 

I network play. 

I wwevoosto 

| #83553 $49.95 

SHWBS I: HARVEST OF SOULS 

Welcome to Cyclone, a bizarre little town on the edge of 
madness in a remote comer of Arizona where most of the more 
despicable characters have disappeared. Unfortunately, so have 
your friends. Now a mysterious masked character who calls 

himself Darkcloud roams 
the streets, and uncertainty 
preys on your fears as you 
search for your friends. 
The twists and turns of 
this chilling 3-D graphic 
horror will grind you into 
your seat. 





«».*■& 




WW CD 

#83174. 




BETRAYAL il ANTARA 

The Antaran empire has fallen prey to corruption and 
decay. Now, you control the destiny of four young 
Antarans chosen to restore the balance of power to 
Antara in the ultimate fantasy role-playing adventure 
Interconnected story-chapters provide visual progress 
markers that make each 
episode richly rewarding. A 
dynamic third-person 3-D 
tactical system brings to life 
a world where magic and 
battle mean the difference 
between life and death. 



MA ■•■• 
#83674.. 



$54.95 



$54.95 




3-D ULTRA MINI-GOLF 

This isn't some walk in the theme-park mini-golf! It's 

18 holes, of out-of -control fun that takes the wacky 

world of miniature golf to a whole new level that's 
way beyond windmills and waterfalls. Make no mis 
3-D Ultra Mini-Golf has all the classic features 
you expect from top-notch 
miniature golf. We've just 
added some extra hazards. 
Like explosions, dinosaurs, 
cannons, and head-to-head 
Internet play. 



WW CO 

#83609 



$44.95 



II 



Buy 1, Get 1 FREE!] 

See page 47 for details I 



WOYCAR RACNGI 

The all-new tndyCar Racing II is the most realistic racing sim 
available, with true IndyCar handling, variable car setup, 15 
real IndyCar tracks and incredible SVGA graphics with full- 
cockpit realism. Run practice laps, qualifying, single races or 
a full championship season! 
As your driving skills improve, 
you can reset the options to 
make driving even more chal- 
lenging. You can even wheel 
your car into the paint shop 
for new colors and custom 
decals! 

WW 9VDOVfOWf R MAC CO 

#93550 $49.95 





FRONT PAGE SPORTS: GOLF 



ft 



Step up to the tee with the next big star on tour. Features the 
most advanced ball control ever offered and head-to-head 
competition against over 100 other players. Includes spectacu- 
lar texture mapped terrain and unbelievably realistic detail 

from The Prince in Kauai, 
Hawaii and the world 
famous Pete Dye Golf Club. 
Both courses are modeled 
within inches of the real 
thing! 



www CO 

#83606 $54.95 





Make Your Racing Even 
More Exciting! 

Get the Thrustmastef Formula T2 with a 
heavy-duty ten-inch steering wheel, a realistic ^ 
short-throw shifter and a floor console with 
gas and brake pedals. Wrap your fingers 
r around the race-ready steering wheel and power- V 

shift through the gears just once, and you'll never go 
back to joystick racing again! Choose a bundle ta 
with IndyCar Racing H and save $30 ! "^V,. 

TlrtttBMtr 12 -MyCar Racing 1 1 

#W95IC $149.95 

TBMwtamtar T2«*y ^^^" *""; 

#00957 $129.95 MS-DOSSOorr 

rWroiiiPMi FRONTPflGESpORTS:FOOTBALLPR o a 7 

lUU I Dpi. till The highest rated football sim is now even better! 

. mf j». Enhanced SVGA animation based on real athletes puts you 
! jH right on the NFL sidelines or in the huddle. Amazing 

Camera Angle Management System (CAMS) shows the 

action from any angle. New 
j^J ^T version includes modem and 

IpK^-^^Mppaajl network support for the ulti- 

mate head-to-head action. 
Play as Commissioner, 
General Manager, Coach or 
^% m^ | Player Includes every NFL 

team and player' 

WW 9$ CD 

#83684 $54.95 




3D ULTRA 
PIWAU: 
CREEP NIGHT 

Get the incredible 
features of the origi- 
nal 3-D Ultra Pinball 
__ with 3 creepy new 
\P tEE ^ tables straight from 
..^JIQMNiiiiii graveyard. Features more 
*"'^ / N targets, tighter play areas and 
faster action. Plus tons of bonuses, trick- 
shot tips and haunting original music. 




WW/DOSCD MAC CO 

»83696 #136%. 



$44.95 




3D ULTRA 
PIWAU 

It's the fastest pinball 

in space! 3-D Ultra 

Pinball combines 

out-of-this-world 

3-D graphics, realistic 

ball motion, precision 

response flippers and three incredible 

tables. Absolute arcade-table feel drags 

pinball kicking and screaming into the 21 

Century. You'll be hooked in seconds! 




WW/DOS CO MAC CO 

#83676 #13676. 



$32.95 



CASINO DELUXE 2 
Beat the odds to a 
pulp with high 
stakes action that 
captures the intensi- 
ty and allure of a 
real-life casino. Play 
Slots, Video Poker, 
Roulette, Craps or 
Champion Blackjack. Includes a 
Blackjack Internet version for head-to- 
head play and a free laptop version. 

WW CD 

#83734 $29.95 



EARTHSKGE 2 

The future of 
human existence 
rests squarely on 
your shoulders and 
the metal shoulders 
of your fighting 
HERCs. Battle 
enemy Cybnds over SO rivet- 
wrenching missions - all with explosive 
action and incredible 3-D graphics. 



WW ttCD 

#83671 .. 




$29.95 

Order On-Lirftf* at \aj\aj\ai ciprna « 



TROPHY BASS 2 
The new Bass 
Fishin' sim now 
features five new 
lakes (ten in all!), 
more rod and lure 
options and more 
fishing tips from 
bass fishing pros. 
**\ % Plus, now you can hook up 
on-line with your fishin' buddies via 
Internet, network or modem. 



\FREE 



#83695. 






$54.95 




SILENT THUNDER: 
A-10 TANKKHIFRI 

Swoop down in the 
indestructible A-10 
Thunderbolt II and 
dive into 3 action- 
packed campaigns 
with 24 close-attack 
missions. Blast anything, and any- 
one, that isn't on your side. Features 
incredible texture-mapped terrain and 
an electrifying soundtrack. 

WW 9SC0 

#83691 $29.95 



FRONTPAGE 
SPORTS: 

BASEBALL 

Ml 

Play the GM, 
manage the club, ' 
or put yourself in 
the lineup with the all-new 
Baseball Pro '96. Real life physics, high- 
resolution graphics and improved paya- 
bility make this an incredible simulation 
of real baseball, not just statistics. 

WW CO 

#83678 




$29.95 



ROBERT*. Iff 

CIVIL WAR 
GENBML 

Eight seven Civil 

War battles against 

the Army of the 

Potomac. Or take 

the role of Union 

generals in these historic confrontations. 

Every battle starts exactly as it began 

more than 1 30 years ago. From there, 

history is in your hands. 

#83732 ONUf $29.95 




1 QAA 7C7 T7A7 



Order 




» order cal 1-800-757-7707 

Fast, friendly service from CUC Software) 



From the creators of 2001 and Cosmos. Explore a 
startling, mysterious world of alien wonders as part of 
a select team of astronauts sent to decipher the secrets 
of a strange craft that has entered the far boundaries 
of the universe. Launched by an unknown intelligence 
commanding technology 
humans do not understand, 
RAMA presents the human 
mind with its most challenging 
adventure. The innovative 3-D 
environment is unsurpassed 
in its intricacy and beauty. 

wwm/oosco mac co 

#83692 #13692 829.95 



HUNTS! HUNTED 

Imagine a future where mankind has been enslaved by 
aliens whose idea of fun is watching you battle a mutant 
beast in a brutal and violent attempt to survive and 
escape through a labyrinth of tunnels. Each character 
has strengths and weaknesses. Jake's a master of 

weapons and heavy firepower. 
The Beast is stronger and can 
take a lot of abuse. Features a 
new Z plane scrolling system 
and exclusive split-screen 
head-to-head action. 




CYBffiGUlDWTORS 

Warriors reborn as 
hardware from hell 
wage combat in a 
death match that can 
only end in victory or 
annihilation. With 
super-fast, change-on^ 
the-fly twitch moves and 
explosive weapons, nothing less than a 
master's combination of skill, speed and 
power will keep you alive. 

WWMCD 

#83693 829.95 




$29.95 



BHTHNGHT 

Every moment 
is a monumental 
struggle for surviva 
as you take on the 
role of heir to the 
Kingdom of Cerilla. 
Expand your realm 
through conquest 
and alliances in the newest fantasy 
world created for TSR's ADVANCED 
DUNGEONS & DRAGONS" game series. 

WM9VDOSCD 

#83324 844.95 




PHANTASMAGORIA: A PUZZLE OF HI8H 1$$ 

Curtis Craig's greatest desire is to maintain the status 
quo, but nothing works out as he wishes when you 
follow him through the inexplicable, terrifying events 
that fill this dark tale of psychological horror. It's up to 
you to guide Curtis through this nightmare, uncover the 
secrets that haunt him, and 
prove his guilt or innocence. 
The sequel to last year's 
biggest hit thriller is defi- 
nitely designed for mature 
gamers only. Play at your 
discretion! 



SCO 

#83288 . 



$54.95 




THE BUST 
WITHM 

A heart -stopping 
mystery that spans 
the ages unfolds as 

Gabriel Knight, last of 
the Shadow Hunters, 
is dragged into the 
investigation of ancient, terrifying 
forces. A spine-tingling blend of live- 
action technology and amazing multi- 
media effects. 




LIGHTHOUSE 

Enter Lighthouse 
and pass through 
an eerie portal into 
a surreal world filled 
with inventions, 
discovery and bare- 
ly disguised evil. In 
search of a kidnapped child, you 
follow a dark stranger into a first-person 
adventure of rescue and discovery. 
Challenging puzzles and varied outcomes 
draw players back again and again. 




WHMMSCO MAC CD 

#83238 #13238.. 



con nc wmmoi < 
oZa.SJa #83377... 



$29.95 



PHANTASMAGORIA 

The blissful life 
Adrienne Delaney 
hoped for unravels as 
she uncovers an omi- 
nous presence that 
lurks in the passage- 
ways of her new home. 
So startlingry real, you'll live 
this interactive nightmare as if it were 
your very own. For mature audiences. 





WM/DOSCD MM CO 

#83277 #13277. 



SHIVERS 

Venture into a 
spine-tingling first- 
person mystery. 
Shivers finds you 
trapped inside the 
long-abandoned 
Museum of the 
Strange and Unusual. 
Ghostly live-action and 3-D graphics 
create an adventure that changes every 
time you play. 



$29.95 



#83154 #13154.. 



819.95 




I POUCE QUEST 

Mi 

Daryl Gates, former 
head of LAPD and 
originator of the 
SWAT concept, 
takes the Police 
Quest series to new 
levers of realism. You'll learn what real 
SWAT officers learn as you advance from 
the academy to the mean streets. 



mWDOSCD MAC CD 

#83274 #13274.. 



$29.95 




MISSIONFORCE 
CYBBtSTMM 

Take control of 
the future in the 
ultimate battle 
strategy game as 
you fight for the 
future of mankind. 
You command genetically engineered 
Bioderms, the most destructive warriors 
in the history of Cybrid confrontation. 



*W«CD 

#83683 



$29.95 



CAE8AR I 

Build a city, build an 
empire! Experienced 
strategists and 
novice garners alike 
are hailing the chal- 
lenges in Caesar II. 
As the Emperor's 
recently appointed governor, 
you charge is to gain fame, 
fortune, and power. Succeed and you 
may be crowned Emperor yourself. 

WW9VD05CD MAC CO 

#23702 #13702 $29.95 



CAKARI1 j 

upttw 



THEWSE&RULE 

0FANOENT 

BMPKS 

^*H7«» pnwor and 

glory in six ancient 

civilizations induding 

Egypt, Greece and 

Ancient China. The 

unique legacy of each civilization 

comes to life in a multi-layered strategy 

challenge with endless variations & full 

support for network play. 




WW CD 

#83731 . 



$19.95 



Order On -Line: www.sierra_r.om Op Call Toll -Free l-8f.f.-7Fi7-77n7 



Buy1,Get1FRE 

i& See page 47 for detals 

To order cal 1-800-757-7707 





\FREE- 






SIERRA HOME 2.0 

New! Combines the best home-productivity software in 
one value-packed bundle to help you get the most out 
of your home PC. Includes Print Artist 4.0 creativity 
software, MasterCook Deluxe foe recipes, nutrition and 
cooking, LandDesigner to help 
you realize the landscape of 
your dreams, CustomHome 
design and remodeling soft- 
ware, and Collier's Unabridged 
Encyclopedia on CD-ROM, It's 
the ultimate home software 
collection. 



1 




- 
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PRINT ARTIST 4.0 

The highest rated home- 
publishing powerhouse 
makes it easier than ever 
to create thousands of 
projects for home and 
office. All-new version 
\p £^^^— ' 4.0 features more than 
^ONUa^ 10,000 full-color graphics, 
^VN 1 .W0 typefaces. 1 ,500 layouts, 
ana 600 spectacular photos. Create 
greeting cards, signs, labels, calendars, and 
much more! _^*»1 

t€5* 



WIN CO 

#70881. 



874.95 




LANDDESIGNER 
Design w£**W 

dream %**>- 
landscape, 
complete with a 
3-D walkthrough. 
Elegant sample 
designs, easy-to-use drawing 
tools, an extensive encyclopedia of 
plants, trees and shrubs and much more 
make it easy. It even shows how your 
garden will grow and bloom over time! 




THE TIME WARP OF OR. BRAD Qtyfy 

Now the incredible Dr. Brain has somehow U<?0 
sent himself careening through time and 600 < 

brain-busting puzzles stand in your way as you help 
find his way back. Includes 10 brain-flexing puzzle 

areas, each designed to bring 
minds of all ages to new levels 
of mental fitness. And it's fun, 
too! Plus, good old Dr. Brain 
has discovered the Internet in 
his time travels, so now you 
can challenge friends on-line 
in two new puzzle areas. 



#93118.. 



$39.95 



WIN CD MM CO 

»83089 W13089.. 



^rf* $49.95 



#83007. 



$49.95 



THE LOST MHO 

OF DR. BRAN 

Oooooops! Dr. 
Brain accidentally 
downloaded his 
brain to his lab rat! 
Now it's up to you 
to get it back, flex 
your mental muscles 
with more than a thousand brain-busting 
puzzles. Adjustable difficulty levels make 
it a blast for kids and adults! It will keep 
your children playing for years. 

WW/MAC CD 

#93116 $19.95 




TCNCREDHf 
MACHME 3.0 

Plunge head-first 
into an insane 
world where you 
manipulate pin- 

wheek, dynamite, 

pulleys even gravity 

and air pressure to 

solve fiendishly funny puzzles. Start with 

1 50 built-in puzzles, then jump in and 

create your own with more than 100 

animated parts! 

WIN CO MAC CO 

#83672 #13672 $19.95 





\FREE 



C0OKNG 
a LIGHT 4.0 

Prepare nutritious, 
great-tasting food 
with more than 
1,250 delicious, 
low-fat, low- 
cholesterol recipes 
"■"v^ from the pages of Cooking 
Light, America's number one food mag- 
azine! Includes complete nutritional 
analysis for everything from snacks to 
complete meals. 

^5* $34.95 



MASTERCOOK 
DELUXE 4.0 

Deluxe makes it 
easy to analyze 
recipes for calories, 
fat levels, and 
other nutrition 
^"^/N information . 

Includes more than 2,000 recipes from 
America's most prestigious chefs. It will 
even simplify your grocery shopping! 




WM'MACCO 

#93013... 



Eafe 



THE JBWYCRAK 
COOKBOOK 

Jtk/fi I MasterCook and 
3JV-- " I America's most rec 

^^{V* I °9 n ' ze( * we '9 nt " 

I management expert 
j ^i?*jM I have come together 

\ FREE ^^ £l t0 bring vou The 
Jenny Craig 

V\/X Cookbook. It's a new collection 
that helps you choose foods from more 
than 1 70 low-fat healthy and appetizing 
recipes. Includes complete nutritional 
analysis of more than 5,500 foods. 

WW /MAC CD 

#93009 $34.95 



WIN/MAC CO 

#93012.... 



tf& $39.95 



HOYLfCUtfSC 

GAMES 

Ten favorite games 
come to your PC, 
including Poker, 
Bridge Gin, Crib- 
bage and more. 
The exclusive 
Attitude Meter lets 
you change the competition, from 
f r»endly to downright obnoxious. Animated 
competitors respond realistically to player 
moves. 




WW CO MAC CD 

#83738 #13738.. 



$24.95 




SfRRA'S 
SCHOOL HOUSE 

No other learning 
software covers 
second through 
fifth grade English, 
Math or Science so 
thoroughly. An 
interactive tutor 
guides children to 
balance education, 
exploration and entertainment. 

WIN/MAC CO 

Science-#93161, 

English #93166, 

Math-#93i67 $29.95 each 

HOYLE CASINO 

Enjoy glitz, glam- 
our and excite- 
ment with over 

50 different 

game variations 
featuring Poker, 
Craps, Roulette, 
Blackjack and slots. 
Animated opponents and outstanding 
Internet play add a whole new level of 
fun! 





EAGER TO 

UEARN 

Enlist the help 

of an extra-cute 

extraterrestrial with 

magical powers 

that make learning 

numbers, reading 

and math fun! Features an exciting 

range of activities with two levels 

designed for kids ages 4 to 5 and 6 to 7 

years old. 

WW/MAC CO 

#93164 $34.95 

POWER CHESS 

The world of 

computer chess 
now features the 

most human-like 

competition ever 
developed for the 
PC. Power Chess 
N FREE^ actually adjusts to fit your 
^.JOME —playing style, making every 
^^/N game a challenge while still 
giving you a chance to learn and win. 




WW CO 

#83743. 



WW*) CD 

$29.95 #83123. 



$29.95 
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PHANTASMAGORIA,:, ^ c „ 

a puzzle of r L lib rl 



By Ann M. Marcus 



If you're like me. you'll 
find yourself attracted 
and repelled simultane- 
ously by what you see. 

-Ann M. Marcus 



V Pffiril 
; shocking. I 



Available Now 



WIN95 CD 

Order W f/0/ 

mm » ..natis?/ 

$54.95 (Met *83288) 

Preferred Requirements 
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was told before I loaded up 
rra On-Line's CD-ROM 
riller that I might find it 
ing. There'll he blood, gore, 
"hqgp kinky sex, humiliation, you get 
the idea. Well, I thought, you can't 
scare me, I grew up around San 
Francisco-the ultimate den of iniquity. ™ 
Nothing shocks me. I've seen it all. 
Heck, I've even done some of it! (Okay, 
so I've never bludgeoned anyone to 
death with a sledgehammer.) 

I had no idea what to expect. What I 
found was an amazing story, a com- 
pelling soundtrack, and sensational 
acting, This, together with image tech- 
nology — terrific integration 
of still and video clips and 
rendered 3D animation — 
really made it all seem like 
a movie I was able to con- 
trol. But controlling it — and 
surviving — takes patience, 
perseverance, curiosity, a 
good memory for details, 
and a strong stomach. 




There are puzzles to solve, objects to 
find and use appropriately, relation- 
ships to manage, murders to solve, and 
maybe even the opportunity to vicari- 
ously live out a few fantasies. If you're 
like me, you'll find yourself attracted 
and repelled simultaneously by what 
you see. It may Ix* a bumpy ride, but if 
you stay the course, you're in for a 
serious thrill 

Curtis Craig: Then & Now 

The opening video sequence shows a 

patient tied to a gurney that's being 

frantically wheeled into a medical 

treatment 

room 

where he 

under- 
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yer Input 



goes electro-convulsive therapy, f In- 
patient is Curtis Craig and according 
to his doctor, the creepy Dr. Merek, 
he's having a psychotic episode. 
They're Just trying to help him. they 
say, but why do I get the sense that 
maybe there's something fishy going 
on? Something about Dr. Merek spells 
trouble. ^^^^l_a 

The next time we see Curtis, it's been 
a year since his hospitalization. He 
wakes up in his own apartment, show- 
ers, dresses, and gets ready for work 
He seems like your basic nice guy — 
maybe a bit awkward, not exactly a 
snappy dresser, perhaps a little forlorn 
But I guess 1 wouldn't exactly be "nor- 
mal" if I'd lost lx>th my parents to acts 
of desperation and violence and I'd 
spent time in a mental institution. Soon 
extraordinary things begin to happen to 
Curtis and the people around him To 
understand what's occurring involves 
delving deeply into Curtis* twisted 
life— enduring scenes of betrayal and 
torment from his past, suffering the 
growing confusion and horror of his 
present, and stemming the uncertainty 
of his future. You have to take Curtis' 
life apart, piece by piece, in order to 
assemble A Puzzle of Flesh. 
But I'm getting ahead of myself ... 

Picture Perfect 

Curtis' apartment has a simple bachelor 
charm. And looking around the place, I 
became aware of the richness of the 
background details — the way the light 

the PATI ENT 

HAVING A 1 

filters in through the Venetian blinds, 
the titles of the books stacked on the i 
nightstand, the cologne on the dresser. 
Tins remarkable attention to detail is 
consistent throughout the game for 
fHilh the objects important to the plot 
and those present only for the purpose 
of creating realistic ambiance. 

It's important to check the nooks and 
crannies of Curtis' apartment — the 
drawers, the mail basket, under the 




couch — for all kinds of objects that you 
will need throughout the game — pho- 
tographs of his parents and his friends 
sexy letters, his wallet. Many of the 
objects you'll use over and over. Often 
you pick up an object from inventory 
and then use it to click on a character 
or another object tO get results. For 



technical writer. However, his involve- 
ment with Wyntech is a lot more com 
plicated. We discover that Curtis' father 
was also a Wyntech employee and his 
violent death is tied somehow to the 
company's activities. Nevertheless, 
Curtis shows up to work diligently, and 
tries to be a good employee in the face 




TIS CRAIG. ..HE'S 

CHOTIC 



EPISODE 



::r 



|e, selecting the psychiatrist's 
ifllss card, then clicking on the 
phone, makes Curtis call for an appoint- 
ment with his shrink — and this guy can 
use all the help he can gel. 

What's Up With Wyntech? 

From Curtis' apartment, it's off to his 
place of business. Wyntech is a pharma- 
ceuticals company of questionable 
ethics and reputation where Curtis is a 



of growing weirdness. 

The suite of cubicles is the center of 
much of Curtis* (and the game's) activi- 
ties. It's where Curtis comes to make 

phone rails, to check Slid respond to o- 

mail. to ferret out important informa- 
tion in his and the others' computer 
files, and to interact regularly with his 
coworkers. You control the phone calls 
using the clever telephone interface to 
dial from the list of extension numbers 
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on the pad on Curtis' desk (with all the 
phone calls, cubicle visits, and smok- 
ing around in the computer hies, no one 
seems to be getting any real work done). 



Curtis* past by presenting the Doc with 
many of the objects that Curtis accu- 
mulates in his inventory: a sexy post- 
card, a picture from last year's compa- 



the murders. He delves deeply 
into the files. He resorts to sneakiness 
and searches the office of his boss, 
Paul Warner It pays to look around 



his MOTHER o 

DRESSED HIM 




A 



GIRL 




It's here at work that Curtis first 
liegiiis to experience creepy voices 
emanating from his computer and hal- 
lucinations so real he bleeds when they 
hit him. He thinks he's going mad 
again. One by one, Curtis* circle of col- 
leagues begins dying... in 
truly gruesome ways. 
The first to go is Curtis' 
workplace nemesis, 
Bob. But since we all 
abhor him by the 
time of his 
demise, it does- 
n't seem as 
much a tragedy 
as karma. 

Nevertheless, I wasn't 
quite prepared for just how bru- 
tal his demise would be. Graphic snip- 
pets appear in Curtis' now incessant 
hallucinations — the impaling, the 
crushing, and the slicing. Yechhh! 

What's Up With Doctors? 

In order to uncover what's going on 

deep in Curtis' psyche, I decided to 

have Curtis draw on the expertise of a 

professional psychiatrist 

recommended by Dr. 

Merek in a flashback 

video sequence. During 

a number of visits 

to Dr. Rikki 

Marburg's 

office, it was 

possible to 

uncover a 

great deal 

about 



ny Christmas party, and a letter from 
Jonas Craig that Curtis finds in the tool- 
box hidden behind the small 
door behind the boxes in the 
network room at Wyntech 
(use the key from Curtis' mys- 
terious, shifty boss* desk 

drawer to open the lit- 
tle door). 

Some of the deep- 
seated stuff that 
Curtis reveals to Dr. 
Kikki seems to come 
a bit out of left field: 
A piece of lace Curtis 
offers to Dr. Rikki 
inspires a flashback 
of Curtis* mother doing 
her best impression of 
Joan Crawford in Mommie 
Dearest. His mother often 
dressed him up as a girl. She 
also subjected him to electri- 
cal torture, which you don't 
exactly see. but hear her 
practicing on sweet, young 
Curtis — at times it's very hard 
to take. It doesn't take Freud 
to figure some of this stuff 
out. It's amazing this boy is 
still able to put sentences 
together at all. 

Death 
at the 

Hands of... 

Curtis begins to sus- 
pect there's 
^L something 

going on at 
Wyntech 
that's 
causing 
the 
haunt- 
in gs and 



closely, observe the plaques on the 
walls, check out his desktop and draw- 











ers, take whatever objects are available 
to you. Much of the story's detail 
unfolds in flashbacks — of Curtis as an 
adorable wide-eyed child; of his insane 
mother who regularly torture*; him and 
eventually hangs herself; and of Jonas 
Craig, Curtis* kind but spineless father 
who toiled under duress on Wyntech's 
top-secret and nefarious Threshold 
project. And of course, there's Paul 
Warner, the man in charge of the 
Threshold project (going on in 
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Wynlech's basement) then and now. 
With the cops investigating the murders 
at Wyntech, everyone seems a little 
edgy... especially Paul Warner. 



Curtis to beware. We still don't know 
who's killing these people, or why. Is 
it Curtis himself? Is he possessed by 
evil forces? 



SUDDEN 



All 



is 



Vb R M E D 



Curtis' lifeline throughout this 
ordeal is his best friend, Trevor. He 
has been Curtis' main support since 
his psyche began to unravel like a 
cheap sweater. Trevor's life is threat- 
ened because of his own investigation 
into secret files on the company's 
network computer. He implores 




A window to the soul or a path to hell- Curtis 
better learn the difference soon. 




The Big Ending-Or Is It 
a Beginning? ^^^M 

When Curtis dually enters the inner- 
sanctum of the Threshold project, it 
seems that the story will take a wild. 
unexpected turn. Curtis jumps into 
some sort of energy field to escape an 
attack by the dubious Haul Warner 
Suddenly, reality is 
transformed. Curtis is 
the only familiar being 
in this strange, surreal 
rendered alien dimen- 
sion. I found interacting 
with the unusual 
objects and creatures a 
bit confusing, but their 
unusual beauty and 
behavior had a magnet- 
ic draw. 

By the time I got to 
the elaborate circuit- 
board puzzle, I was 
worn out. Once solved, 
Curtis could choose 
from two "happy" end- 
ings. I suppose if you're 
"normal," you'd choose 
a romantic ending 
where he and his girl- 
friend, Jocilyn, recon- 
nect and ride off into 
the sunset. But twisted 
gals like me (and A 
fizzle of flesh Designer 
Lorelei Shannon) would 
prefer to see Curtis sto- 
ically wave good-bye to 
Jocilyn and jump back 
into the Threshold 
where. ...Wait a minute, 
I almost gave it all 
away! 

All in all, when it 
comes to playing 
Phantasmagoria: A 




haiftasmagorit: A Puzzle of Flesh is Ait a 
hard name. Oh it'll mess with your mind, but 
you don't need an engineering degree to solve 
the game's puzzles. What you need is a pro- 
found sense of curiosity, controlled persever- 
ance, and above all else, a stomach ot steel. 
Imagine you re a master detective trying to 
solve some horrific murders and the unmention- 
able secrets of a corporation that doesn't know 
the meaning of moral accountability. Here are a 
fen pointers to help you through the game: 









Make sure you save the story as you go. so 
if you miss something important or die 
accidentally, you can go back to a safe 
point in the game. 



• It's a good idea to keep checking the mail. 
Curtis gets a lot of strange correspondent*, 
which will help turn out later. 

• Dink with everything. There are clues and 
critical inventory items in the strangest 
places. It ii can be taken take it! You're 
going to need it 

• Visit the cage ol Curtis' pet rat Blob, often. 
hi ter mi dt&ftttni way, sic provides i 
lot of clues about what makes Curtis tick. 
Oh yeah, her name is the password on 
Curtis' computer at wort 

• Let go of your inhibitions. This is a game of 
mystery, deviance, and fantasy. To succeed 
in Curtis' world, you must try things you 
never thought you would. 



Puzzle of Flesh, I'd have to agree with 
something that Sierra Co-founder Ken 
Williams said in a recent interview. The 
best way to enjoy this game is to sit 
down with someone who doesn't mind 
you jumping into their arms every few 
minutes, pop some popcorn, dim the 
lights, and prepare to be genuinely 
scared. 

A Puzzle of Flesh plays like an excel- 
lent horror movie with an outcome that 
you control. If horror movies aren't 
your tiling, this probably isn't the game 
for you. But if entertainment means sit- 
ting on the edge of your seat, arm in 
arm with someone you trust, solving the 
mysteries of a twisted mind — you're 
going to love every terrifying moment of 
Phantasmagoria: A Puzzle of Flesh. |M 



Interaction Magazine Spring 1997 



l/7ijjji: 11 





•Free game requires proof of purchase. See coupon on the following page for details. 



Buy one off 




Get one off those 



j^j 



> 



• ffil Iffl 




tfs that simple. 



J 



?> 



'ust visit your favorite retailer and buy one of the top-sellers list- 
ed below. Then fill out the coupon on the next page and send it in to 
get your free game from Sierra. Or call 1-800-757-7707 to buy the 
game you want direct from Sierra and we'll ship your free game at the 
same time. (See pages 47-50 for prices and complete product descriptions.) 
More details on next page. 






Betrayal In Antara™ 

Cooking Light™ 4.0 

The Jenny Craig Cookbook 

Lords of the Realm™ II 

Front Page Sports : Football Pro '97 

3D Ultra MiniGolf™ 

Phantasmagoria": A Puzzle of Flesh™ 

Print Artist™ 4.0 

SierraHome 2.0 



Front Page Sports™: Trophy Bass 2 

3D Ultra Pinball™: Creep Night™ 

Front Page Sports": Golf 

Leisure Suit Larry 7™: Love for Sail™ 

MasterCook Deluxe 4.0 

NASCAR" Racing 2 

Power Chess™ 

Shivers™ II: A Harvest of Souls™ 

The Time Warp of Dr. Brain™ 




c^M 1 * 1 
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Here's How to 



isit your local retailer and purchase any of the 
products listed on the previous page. Then com- 
plete the coupon below and mail it to Sierra along 
with your dated sales receipt, the UPC bar code 
from the bottom of the software box (no photo- 
copies, please) and a check for $5.95 to cover ship- 
ping and handling. Be sure to indicate which free 
product you want to receive, including the plat- 
form (Win, IX^S or Mac). Allow 4 to 6 weeks for 
delivery of your free product. 

Command: Aces off the Deep™ Win 95 

Casino Deluxe™ 2 Win 

Moyle" Casino Win 

Hoyle" Classic Games >Win Mac 

Power Chess AVin 95 

Lighthouse™ XX)S/Win 

Front Page Sports" : Football Pro W Win 95 

Silent Thunder™: A-IO Tank KJBer II JWm 95 

Front Page Sports: Trophy Bass™ >Win 

Ship My Free Game To: 



Sierra Buy 1 Get 1 Free Offer 
7100 West Center Road 
Suite 301 
Omaha, NE 68106 

You can also take advantage of this special offer by ordering 
the product you want to buy and your free bonus direct 
from Sierra. Just call I -800-757-7707. See pages 47-50 for 
prices and complete product descriptions. 



'II >Win95/[X)S )Mac 
EarthSlege™ 2 Win 95 

Gabriel Knight™: The Beast Within" X>OS/Win Mac 
Police Quest" : SWAT XXJS/Win Mac 
Hunter Hunted™ Mm 95 
Front Page Sports: Trophy Bass™ 2 )Win 
CyfoerGladiators™ AVin 95 
Robert E. Lee: Civil War General™ Win 
Mission Force: Cyberstorm™ )Win 95 



Name: 



Address:. 
City: 



_State/Prov.:_ 



ZIP/Postal Code:. 



Daytime Phone (in case we have a question about your order): (_ 



Free game requests must be postmarked no later than May 31, I997. Allow 4 to 6 week* (or delivery. Coupon must be accompanied by the original, 
dated sales receipt. UPC bar code bom a qualifying software product (no facsimiles) and $5.95 shipping and handling per free title. Cannot be com- 
bined with other coupons or other special offers. Product availability and pricing subject to change without notice. We reserve the right to limit 
quantities or discontinue this offer at any time. No dealers please. ©I997 Sierra On-Une. Inc. 
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Disco Balls, 

Polyester, and 

Larry On My 

Laptop! 



By Paul Quinn 
t was around 8:00 in the 
evening and I was preparing 
to settle into my first Leisure 
Suit Larry game. ! hadn't played any of 
the Larry games before. No Leisure Suit 
Larry In the Land of the Lounge Lizards. 
No LSL: Shape Up or Slip Out. Not even 
Leisure Suit Larry Takes 
on Tijuana (canceled 
in production due to 
the "goat cheese 
scene." Don't 
ask). I was a Larry vir- 
gin and I wanted my 
first time to be some- 
thing special. So I put 
on a blue polyester 
Hawaiian print 
bowling shirt, 
made a big 
pitcher of 
Pina 
Coladas 
(complete 

with little umbrellas), 
selected my Best of the 



t & 




70s K-Tel CD, hung a disco ball, and 
loaded Leisure Suit luirry: Love for Sail! 
on my laptop. 

Setting Sail 

So here I was, staring at the opening 
scene in La Costa Lotta without clue 
one as to what to do. Like any good 
gamer, I immediately consulted the 
Readme File and all game documen- 
tation including the Help file. I 
clicked on everything and found 
that this is an excellent tutorial 
for the game. I was particularly 
pleased with the addition of a 
parser interface, that bit where 
you can type in any command 
to give more flexibility 
to the game.. .and we 
all know that Larry can 

use all the flexibility 
\ he can get. 
*S y ) Once on the ship, 
^k tin* first thing I did 

^k |V^^ was turn 
fC 9 stereo. The game's 

music is classic 



was a Larry virgin and 
I wanted my first time tn 
be something special. So I 
put on a blue polyester 
Hawaiian print bowling 
shirt and made a big 
pitcher of Pina Coladas... 

-Paul Quinn 



Available Now 



WIN95 CO. WIN 3 1 CD 

Onto ftrect 1-800-757-7707 
#*w sierra com/fetf/ 

$54.95 {Order *83320) 
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Preferred System Requirements 
PMMA 16MB RAM 4X CO ROM. WMmk**** 
Sounder *hDAC??U6VttKri**9xt 
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lounge fodder with enough schmaltz to 
make a strong man weep. Then I sent 
that politically-correct-sensitive-yet - 
strong-man-of-the-'90s inside of me 
away and gave free reign to the single- 
guy-with-no-tact-or-taste-trying-to-get- 
lucky-under-any-circumstances. Every 
man alive has that single guy inside him 




and I am no exception 
Not that this is strictly 
a man 's game — far 
from it. Women enjoy 
the Larry series on a 
number of levels. 
There are strong 
female characters so 
the humor appeals to 
anyone who loves 
wonderfully bad 
puns and innuen- 
do. If nothing 
else, it gives yet 
another excuse 
to point at the 
screen and say, 
"See. Madge, I TOLD 
you men are pigs." In the end, guess 
who ends up looking stupid. 

Is That mn Easter Egg in the 
Game.. .Or Are You Just Glad 
to See Me? 

I found the best way to fully enjoy 
Unit' for SaW was to (limb into lorry's 
suit for a while and strut around. This 




Rule 

number 

one: There are no rules. 

Rule number two: Don't believe 
everything the announcer says. He's a 
smartass on a salary. 

Rule number three: Use everything 
on everything. It may not work, but it 
could be a laugh (see rule 2). 

Rule number four: If you find 
something in the game that offends your 
sensibilities, refer to rule 1. or exchange 
the game for KQ7 You got Al confused 
with Roberta. It happens a lot 



kogaine. Talk to the babes, schmooze 
the staff, annoy the hell out of people, 
click on everything. All the clues are 
there if you listen and keep your eyes 
peeled. Besides, you need ALL tin* 
points and ALL the Raster Eggs to He 
the really GREAT ending! 



Here are a few things you 
can do to really weasel 
your way through the 
game, or just have a little 
more totally off-color fun. 

• Try making a file called GET HARD (any 
kind, even a blank text file) and put it in 
the LSL game directory. The game will 
become brutally difficult. Remove the 
file to restore the normal difficulty level. 

• Having trouble beating Dewmi at Strip 
Liar's Dice? Press Control-C during the 
game to cheat. 

• During the game, hit "Control-P" twice 
to enter/exit Psychedelic Mode. 

* Try using the remote control on 

the right spike in the Sculpture Garden 

after you have completed the 

Horseshoe Competition (Use it from 

ground level.). 



%£%Z The game's music is classic 

when searching for the elusive goodies 

and Raster Eggs that Designer Al Lowe 

has laid away in the 

damnedest places. Like 

l-arry. don't expect immediate gratifi- g StfOllfl man WCGD. 



lounge fodder with 
enough schmaltz to make 




* The toilet in your Cabin responds 
to "colorful" verbs. 



cation. Just because you found a goodie 
doesn't mean you get to see it right 
away. You'll have to wait, quivering with 
anticipation, for the special visuals 
associated with the Eggs. So don't get 
too excited too 
quickly (I wish I had 
a dollar for every 
time I heard THAT). 
You can solve the 
puzzles and win the 
game, hut a truly 
satisfying Larry expe- 
rience is a slow, 
probing exploration 
of all possibilities 
and combinations, 
like a polyester — clad 
bungie jump into a big 
bowl of rampant 
testosterone and 



In my case, it was the details that 
made me bust a *nad laughing. The 
obvious gags were funny and I love the 
announcements over the loudspeaker. 
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But what always gets me are the subtle 
bits: the look on l-arry's face as he 
retrieves Ins Thygh 's Man Score Card 
at lli«' horseshoe contest, his banter 
wilh the narrator, the pickup lines he 
uses to find "Utile Larry" a home (or 
the night, the horrific puns. All the stuff 
that's there not to solve puzzles, but 
for the sheer fun of it. 

There are a few basics to 
follow when playing h>ve for 
Sail! The two biggie* are 1) 
grab anything that isn't 
nailed glued/welded 
down — it you can't, try 
to take ii anyway AND 2) 

Save Karly Save Often j£- 

(SKNO). The latter is not I 

quite as ini|>ortant because 
you can't really die in this game. 
You can. however, bring an 
untimely demise to your dignity. 
self-res|M'<i. and sense of good 
taste. There are some 
poaota and goodies you can 
miss (nit on if things are done 
in the wrong order. So keep 



saving games until 
someone stops you 
Besides, there are 
things in the game 
you're going to need 
to see more than once. 

When you get 
stuck, just ask your- 
self, "II I got 
MacGyverREAI.IY 
drunk, slapped him 
into a white suit that 
will outlast 
1 winkies' M , and 

arrowed his brains into his 
brief*, what would he do in a 
situation like this?" That 
should put you on the right 
track. Would Larry actually hit 
on a woman with a peg leg? 
Fart in public? Milk a beaver? 
k j How would a walking 
C hormone get a gorgeous 
woman out of the show- 





Getting to Know 



er? Would he gently persuade her with 
poetry and candlelight or simply flush 
the toilet? The answers come only to 
those who swing with tarry. 

So here I am. Larry and Captain 
Thygh are sailing into the sunset. My 
Hawaiian shirt is rumpled, stained with 
bean dip. My ribs are sore from laughter. 
My dignity, taste, and self-respect lie 
lifeless on my living room floor. For 
some reason. I feel great. 

Anyone gotta cigarette? IM 



Vic(ki)torian Principles 



Once you're settled on board the PMS Bouncy and have received 
your Thygh s Man Trophy (TMT) entry card, the first possible 
conquest is the ship's highly prudish librarian. Victorian Principles. 
This begins with a run at the CyberLoveMaster 2000. one of the 
ship's uniquely erotic contraptions. You get a high score 
of... two. Don't worry.,. you II do better. 

Use the Map to go to the Clothing Optional Swimming 
Pool. Talk to Dick, the cabana steward, and get your 
suit. Continue to the pool deck and Talk to Drew 
Barringmore about her book [The Erotic Adventures 
of Hercules). Shell let you borrow it. Talk to Orew about 
clothes, listening closely to what she 




says. Remember the name of the drink Orew orders for later 
(Giant Erection). Take Drew's book to the Library. 

Examine the books on the shelves, paying close attention to the 
ones on electromagnetism and Anton Fokker. Then Talk to 

Victorian Principles, select Other, and type in any topic 
you want. While she's searching the computer, swipe 
k the mucilage (paste-you'll need it later) and the 
top book from her desk. In the Inventory, click on 
the Prudish and Proud book and choose 
Remove Jacket. Click on The Erotic 
Adventures of Hercules and Use the 
Prudish and Proud cover. Now leave the 
Library. Victorian will ask you for 
the book before you leave. It's 
hers, after all. Exit the library, 
then return. Ask Victorian about 
the weather... and hang on. 



After returning to your cabin, go to the 
library. Talk to Vicki about Sex. then choose 
Prove It and Lovemaster. Vicki does prove it 
and her record-breaking score goes on your 
TMT card, making you the winner of that 
portion of the contest. Of course, she won't 
have any more time for you. but isn't that the 
way it always goes? 
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Adventure m 




King's Quest 



is usually 

"Mission 

Impossible, 



If 




so we hired 
Chris William 
to pull an 
inside jnb. 



"The traditional adventure 
game is dead." At least, that's what 
my dad 1 says. He thinks it's time to 
change adventure games at least as 
much as the gamers themselves have 
changed over the last few years. It's 
time to make them "less pretentions, 
more open-ended, faster paced, and 
just more fun to play than they have 
been." After all, he's reasoned, "what's 
the use of creating these super-serious, 
overly literary, and downright studious 
games when the major audience that 
will play them played a Nintendo or a 
Sega last year? These folks are used to 
playing games where the correct answer 
to any problem might be jumping 
over some- 




/ thing, hitting it 
with a hammer, or 
maybe even 
shooting it with a 
big bazooka. Why 
hassle through all 
the literary pre- 
tense when most 
of today's gamers 
just want to blow something up?" 
Well, he's got a point. When you 
take a look at the bestseller lists, it': 
hard to miss names like Quake, 
Diablo. Duke Nukem, and 
CyberfJIaduitors. These action- 
oriented games have 
replaced more sophisticated 
•^.iines on the shelf and it 
doesn't look like 






/ 
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that pattern is going to change any 
time soon. (Even RAMA isn't selling as 
well as these arcade games — and you 
gotta find that hard to believe if you 
know how good that adventure is.) It's 
easy to tell that adventure games are 



going to have to evolve, or they'll die 
completely. There's only so much room 
on the shelves at the software store, and 
it goes to the games that sell the tonnage. 

My mom' is aware of all this, of 
course, though she still prefers to think 
that adventure gamers appreciate the 
more intelligent puzzles, the more liter- 
ary storytelling, and the more "mature" 
challenges of the adventure genre. But 
you don't have to hit her with a board 
to get her attention. She's a smart lady, 
and she wants to see adventure games 
survive into the next century, even if it 
does mean she needs to build them a lit- 
tle differently. 

So for the last half year or so. Mom's 
been playing games like crazy. She was 
one of the first people I know who ever 
played Mario 64, and she's also played 
Duke, Tomb Raider, and all the other 3D 
action games. (Isn't life tough? Guess 
who gets to grab all those games when 
she's done with them?) Anyway, after 



there, too. Mom's spending a 
solid bundle of bucks on this 
one and she's got a ton of 
people working on it. so it 
wouldn't surprise me. It 
still has all the plot and lit- 
erary depth of her old 
adventure games, and she 
even has a whole new cast 
of characters and even a 
new hero who will take on the 
dangers of Daventry. The back- 
story concerns a group of priestly 
beings who guard a powerful object 
in a faraway land, and how one day, one 
of them gets greedy and decides to steal 
the object. It blows up in his face. The 
pieces of the object go 
everywhere, and the 
blast from the 
explosion turns 
every living 
creature in 
Daventry into 





She was one of the first people I 
know who ever played Mario 64.. 

When my dad went to Japan he saw one of the first Nintendo 64s with 
Maho64 at a software store there. (This was several months before anyone 
even heard about it here.) It was just an early demo machine and not tor sale, but my dad 
wanted it. Bad. So he managed to talk the clerk into selling it to him for only about S2.000 
US. (I thought he was crazy until I saw what some parents paid for Tickle Me Elmo" this 
Christmas) He could n t really play it very well since oN the text was in Japanese But I 
was still able to show it off and. after all. it's not my money, so life isn't ail that bad. 



stone. Well, not everyone — it wouldn't 
be an interesting game if everyone were 
stone-prone, would it? 

The star of Mask, a peasant named 
Connor, is one of the few who survives 
the blast because a piece of the object 
basically lands on him and shields him 
from the evil magic. From there, it gets 
crazy, all kind of nasty monsters. Mom 
hates when I give away the plots to 
her games, but I can tell you it gets 
a lot more complex than "go 
waste an alien." 

It's a little early to tell yet, 
and a lot of what I've seen 
on The Mask Of Eternity 
comes from the files I 



mega-hours of playing and playing and 
playing, she finally sat down with a 
"team" of developers a few months ago 
and started work on what will probably 
be the most radical King's Quest adven- 
ture game since the series began. She 
calls it The Mask of Eternity. 

I have to admit, I'm pretty impressed 
with Mom's design. The early game- 
play stuff I've tooled around with is 
very "Mario 64"ish with shades of 
Tomb Raider, Quake, and even a 
little Diabto thrown in. Mom says 
that the sim people at Dynamix are 
actually building the H engine" that 
makes the game run, so there may be 
some Red Baron and EarthSlege in 



1 l*y dad s ta W*ams tf you donUrio* ^ he c. turn to Pqe 6 He's pretty 
started S«rra and he gets to run hs column rigft in te trort of te mapflne 

?*rncn is Roberta Wftamsfe 

hmn't owed a en** pit vary long ^ toi rw« te ™ ^fc^ cou™ but <*j a* 

a lot more famous fcan my dad 
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find on 
Mom's hard drive and the 
stacks of written notes she 
leaves all over the kitchen 
table, but this one 
looks pretty cool 
and it's actually a Mom game I 
really look forward to playing. 
(The last game of hers I 
played was Phantos — but I 
only played it because she 
absolutely forbade it.) It's really 

coming along v#*ry w#»ll now that 

everyone agrees on what the game 
will look like, so Mom expects to have 
this one in stores around September. 
(When she shuts her office door, all the 
programmers laugh and tell me that it 
will be November earliest, so we'll see.) 

I know I'm her son and all. but 
I still think it's gonna be good. 
You should watch for it. IM 









*j 




9 



WWW.SlERRA 



Strategy 



ER PRDFILE 




By Chris Hudak 

In the new Wired 
magazine. Chris 
Hudak called our 
Power Chess 
Designer "a jerk.' 

So we asked 
him to explain 
why... 




and a Whole Lotta 



ow, I know that somebody's going to say it, so why don't 
we all say it together: "Hey! You're a multimedia critic! 
What are you doing writing for Sierra's mouthpiece 
magazine?" And the answer: Making software selection 
safe for people like you. Now listen: 



Available Now 



Order forec! 1-800-757-OT 
mnmrraxom/paMfdm/ 
$29.95 (Onter "83123J 



LI I, 
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Preferred System Requirements 

RenoumM* 16MBWW 2X CD-ROM 
lAtadow-corripadbte SounrJcard twtti DAC 




I play a loud game of chess. What I 
lack in actual skill, I make up for in 
sheer volume, usually while I'm cursing 
my opponent's name and family line all 
the way back to the Reformation. I 
don't even think about it anymore. It's 
just a response that kicks in when 
the other guy picks off my Knight 
with impunity or skewers some 
other piece that's important to 
my King — all while causing dam- 
age elsewhere on the board. 

I have a lot to say to Power 
Chess lately. And Power Chess 
causes a lot of damage. 

This is Power Chess: Beautiful, 
no-nonsense graphics. Terrific 
sound. Wicked Al. I'm still cursing 
my opponent — who isn't, strictly 
speaking, even there— every three 
moves or so. Only now there's a 
soothing female voice comment- 
ing on my performance, suggesting 
ways in which I might avoid being vic- 
timized in the future. It's a surreal expe- 
rience. And if I'm really a glutton for it, 
I can view the printed blow- 
by-blow at a later date (when 
the wounds are healing). 

Power Chess is probably 
the best thing to happen to 
PC chess since there was 
such a thing. It serves not 
only as a game, but as a 
tutorial and all-around 
power-player's utility pro- 
gram. Power Chess utilizes 



the Wchess Artificial Intelligence 
Engine, which came out on top in the 
Fifth Harvard Cup Human Versus 
Computer Intel Chess Challenge. It also 

managed to wrestle the infamous Deep 
Blue — the Darth Vader of the chess 




Power Chess offers a large selection 
of 2D and 3D rendered sets-from 
traditional to this 'industrial" set. 



universe — to a draw. So you know this 
thing's good (Obi-Wan has trained you 
well. Young Skywalker). 

Whether you're a total beginner or a 
long-time veteran of the checkered 
field. Power Chess has something for 
you. The virtual "hostess" of Power 
Chess, the Power Chess Queen, is a 
clear-voiced presence that tutors and 
makes critical and plain-English com- 
mentary on your matches with the 
Power Chess King (more on this bastard 
later). She also offers reenactments 
of some of the "great games" of the 
past 150 years, including the almost 
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legendary Kasparov vs. Deep Blue 
confrontation. 

She's a joy to listen to, even when 
she's detailing the abysmal weenie-roast 
your last opponent made of your forces. 
Power Chess doesn't mtz around with 
splashy graphics, morphing chess 
pieces, or any of that kind of happy 
horsefeathers. It's just you, the hoard, 
the Queen, and the shadows. It's cozy. 

Power Chess even gives you the 
option of choosing from a number of 

'The game continually adjusts ( 

elegantly rendered chess sets suitable i 
for any monitor resolution up to 1280 j 

x 1024. All the chess boards and 

< 

pieces are texture-mapped 3D models, 
viewable from any angle. Select the 
( "lassie set, abstract sets of various 
ethnicities and — my personal 
favorite — a retro "industrial" set com- 
posed of polished nuts and bolts 

A variety of Artificial Intelligence 
opponents with different play styles 
help the beginner along. Your game 
culminates in the form of the Power 
Chess King, ever studying the player's 
habits and gambits and not falling for 
the same trick twice. He's software, 
but he's got ail the ordinary, dirty 
habits of a human opponent. When 
he's winning, he'll practically gloat as 
he goes in for the mop-up. When he's 
losing, he gets desperate and takes 
chances on both offense and defense. 
He throws everything at you, trying to 
throw you off. More than anything, this 
ever-adapting monarch is the heart of 
Power Chess. 

If you're an advanced player and start 
having the program for breakfast, it'll 
get smarter and meaner before you can 
say "Castle Queenside." If you're not so 
advanced (and in fact getting righteous- 
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ly thrashed), 
the program 
will ease off 
just that 
critical bit, 
maybe show- 
ing you its 
exposed 
throat. 
The game 
continually 
adjusts, tests, 
observes, 
and corrects, 
keeping you 
in a level of 
competition 
just at the rim 
of your ability. 

And last but not least. Power Chess is 
a serious tool. It's a companion pro- 
gram, allowing the Tm-too-sexy" chess 
enthusiast (and believe me. they're out 
there) to create and save annotation 
and game-tree plans. Logical flowcharts 
of a game show who moved where, 
what took what, and what went wrong. 
They're full of opening gambits, varia- 
tions, and the like for later perusal or 
addition to the inevitable Notebook that 
every real chess-freak keeps. And, of 
course, players seeking human oppo- 
nents over the 'Net need only click on 

a level of competition just at the 

"Internet Play" to enter the Power Chess 
Internet Tournament Hall. This gam*- is 
connection-ready, right from the box. 
But serious tools aside, regardless 
of your ability — Power Chess is just 
plain fun. If you love chess, live chess, 
or simply want to gel better. Power 
Chess is a must-have product. W:\ 
Chris Hwfak is a muttinwiha reviewer for 
Wired. PC Gamer, and Playboy magazines. 
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oyle Poker 
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By Nancy King 

Hoyle Poker has plenty 
of attitude, multiple 
game variations and a 
depth of game play 
unmatched by any other 
card games. 

—Steve Van Horn 

Hoyle Poker Producer 



yl>e we are being a 
HtlU' corky about H/tyh* 

Poker, but just think about it. 
The computer card game 
you're probably most familiar 
with is the one thai came 
with your operating system Big deal 
How many times can you play Solitaire 
before it gets boring? Face it. It's time 
to upgrade to Hoyle. 

Sierra was determined to raise the 
standard associated with computer 
card games. So we did a little research 
to find out what you guys really wanted 
in a computer poker game. (We don't 
want to brag, but it was one really 
smart move.) You told us to forget the 
one-dimensional, pretty color cards 
that just sit there. Instead, you wanted 
real poker, and lots of it. Casino-style 
games were OK (so we added them), 
but when it came right down to it, you 
wanted Friday-night games like Criss- 
cross. The Bitch, Cincinnati, Murder. 
Pass the Trash, Baseball, and High 
Chicago. We heard you and included 
the games above and more. In all. Hoyle 
Poker has over 20 game variations. Now 
that's poker. 



What About Some 
Competition? 

But we didn't stop there Fven if the 
poker games were authentic, it still 
takes playing partners to make up a 
game. Ask yourself, how often have you 
gotten together with friends in the last 
six months and played some cards? 
Odds are, you haven't. Trying to get 
three or four friends together these 
days is not easy. You demanded online 
competition and we gave it to you. 

We created characters. Not just pic- 
tures of people, but actual players who 
play the games and talk to you. They 
also possess adjustable attitudes. 
You'll get an earful about the cards you 
deal if you don't tweak that meter just 
right. You can also select a tutorial 
mode, where you can hone your skills 
and learn your opponents' betting 
strategies. 

Cyberspace Tournaments 
on the 'Net 

Hoyle Poker has Internet play too and 
it's not a gimmick, it's the real thing. 
Real people, real time. So even though 
you can't get the old gang together over 



Available in March 
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$24.95 (Onter '83741) 
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We Even Guarantee You'll Like It or 



You Get 



Your Money Back 




Deals a Royal Flush 






at your house to play cards and 
<-;it foot! thai will probably kill you 
(do you pay attention to what the •ur- 
geon general has said about those 
artery-dogging sandwiches you love 
to eat?), you can still play a hand or 
two over the *Net. 




Tournament play adds another 
dimension. If you want to raise the 
level of competition and play with 
"the bitf boys." then hop on the *Net 
and join a tournament session. 

We Know You'll Love 
Hoyle Poker 

So now you know Sierra's take on 
computer names, specifically Hoyle 
Poker, (The rest of the Hoyle line is 
just as food too.) Here's a prodm t 
that you'll actually play more than 
once and you'll have fun playing it. If 
for some hi/arre reason you don't like 
this game, don't lose any sleep over it. 
Sierra wives you an easy out with our 
Sierra Guarantee. Buy any of our 
games and if you don't absolutely 
love it. return it and get your money 
back. Period. W.) 



All Types off People Play Poker 


And don't we know it. So 


poker on Fridays lets Mel 


Elayne's favorite feature is 


the Hoyle team developed a 


hang loose and eat some real 


the attitude meter, naturally. 


diverse cast of characters 


junk food. 


She's in her real element 


ready to play poker and not 


Mel's favorite feature in 


when you maximize her atti- 


afraid to give you some atti 


Hoyle Poker is the kitchen 


tude. Her games are Murder 


tude. Instead of sterile, one 


background mode. It fits right 


and Criss-Cross. 


dimensional pictures in a 


into his lifestyle-food And he 


♦ Murder is a combination 


game, the team has pro- 


generally plays High Chicago 


of poker games. Like High 


duced distinctive, interacts 


; or Baseball. 


Chicago, high spade spirts the 


personalities that can give 


♦ High Chicago is a seven- 


pot. but unlike High Chicago. 


you a run for your money. T< 


i card stud game. The pot is 


the high spade can be any- 


give you an idea of what we 


split between the player with 


where in the 


mean, here are the mini- 


the best hand and the player 


hole. In ^L fck 


bios of two of the Hoyle 


with the highest spade in the 


Murder, fl 


Poker characters. 


hole, and if one player is 


the ^ , 




holding them both, then he's 


Queen j ^^^E^^ 


IVIel 


the big winner. 




This Chicago native has a 


V Baseball is an all-time 


M 


standing Friday-night poker 


favorite: 3s and 9s are wild 


p J 


game at his apartment. A litt 
rough around the edges, he's 


,e and 4s mean a player gets 
an extra card. One winner. 


Elayne 




a lovable 


high-game wins. 


of Spades resets the game 


goof-off / 




if exposed and she's always 


and. yes. W£W 


Elayne 


wild in the hole. 


JbL 


Hailing from Manhattan, this 
'90s woman is a New Yorker. 


♦ Criss-Cross. Each player 

' J._ll 1. ^ J ft J * * 




V ^1 


is dealt four cards. And five 






through and through. She's an 


community cards are placed 




. advertising executive who 


faced down on the table in 
two intersecting rows, 
arranged in a cross. Individual 


1 Mel 


loves living life in the fast 
1 lane on Madison Avenue. New 




that is mustard on his sweat 


York is the only town for 


hands consist of the four 


shirt. He spends most of his 


her and she's not shy about 


cards and the cards from 


time following the Bulls. Cub 


s. letting you know that. Poker's 


one of the two 3-card rows. 


Bears, and Blackhawks as a 


a passion and she knows 


In all. seven cards make up 


Tribune sportswriter. Playing 


how to deaf. 


every hand. 


♦ V 4 


* ♦ v 


* * ♦ 
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Let's Order Out Tonight 



j ^^jt ometimes cooking is pure culinary bliss (Oh Louise 
jlthis is wonderful— I have go/ to get the recipe!) and 
sometimes it is an exercise in creative excuses 
(Its supposed to look like that, honest!). We've all had our 
cooking fiascoes, and here's your chance to profit from that 
"Honey, how 'bout going out tonight?" dinner. 

All you need to do to enter is send us a 
description, in 100 words or less, of your 
worst cooking disaster. We'll pick the best 
(or most awful?) ones for publication on our 
website, as well as award some excellent 
prizes to the winners. 

First prize is three cooking classes from your favorite local 
COOklng school (approx. retail value U.S. $300). The second 
place entry gets a three-piece Chef Knife set from Lamson & 
(ioodnow Mfg (approx. retail value U.S. $150). Five third place 
winners receive a year's subscription to Cooks Illustrated 
(approx. retail value U.S. $18). Ten fourth prize winners will 
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get a MasterC<x>k t-shirt 

(approx. retail value 

U.S. $10). 

Contest deadline Is 

March 31. 1997. Entries 
may be sub- 
mitted by 
e-mail or reg- 
ular mail. 
To enter by 
e-mail, go to 

the MasterCook site at 

www.slerra.com/mas- 

tercook/. and click on the 

"Enter Contest" link Or send your entry to: Worst Cooking 

Disaster Contest, Sierra On-Une, 3380 146th PI. SI 

Bellevue, WA 98037. Full contest rules are available at the 

MasterCook site. No purchase necessary to win. 



D© Y©u See What I See? 

Sierra Sightings 



1ME BUM 



Sierra Sightings are growing up. Most entries we receive 
are from people who catch one of our products or 
actors on TV reruns. Well. Justin and Jamie Liang had 
a really cool sighting in, of 
all things, a book. Not to 
mention, one of the funniest 
books available. While 
reading humorist Dave 
Barry's Dave Barry in 
( \tx>rspace (Crown 
Publishing, Inc. / $22.00/ 
www.randomhouse.com), 
the Liangs noticed Barry's 
hysterical reference to 
Trophy fiass Fishing. "I 
discovered simulated 
fishing programs which I 
| swear I am not making 
i up. Mine is called Trophy 
Bass..." Harrys wit and 
attention to the mundane 
are not lost on the computer "geeks" here at Sierra. Check it 
out — you won't be sorry 









Well; Even Pay 



contest ever! When you 
Sierra game, just 

fill out and send in the registra- 
tion card. You don't even need 

a st. imp' 

Once a month, a winner will 
be Chosen, by random draw- 
ing, to receive 20 .Sierra prod- 
ucts of their choice That's 
about $1,000 In Sierra gamesi 

( onteal deadline is July 2(1, 
19^)7 Contest open to United 
States' residents only. No pur- 
chase is necessary ( send ;i 
self-stamped 3X5 card with 

your name, address, and 
phone number to the Sierra 
Registration Contest, P.O. 
Box 53008, Bellevue, WA 
980l!>:iO0K. 



M 



Sierra Product winners 
are Monica Farraj and 
Lee Schub. 
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is giving one lucky gamer the ultimate 
golf vacation. You and a guest My free to 
Hawaii when- you'll spend five relaxing days 
and four exciting nights afl the PrincevUle Resort Hotel. 
Also Included are two free rounds of golf at The Prim e 
Course and The Makai Course. 

Look for specially marked FPS Oo/A boxes at your 
favorite retailer and enter today! < >r send a 3X5 card 
with your name, address, and phone number to FPS: 
<;olf Sweepstakes. PO Box 13*1, ( oarsegold. CA 
93614. Or register on-line at www.sierra.rom/0olf/ 
where full contest rules are listed. All entries must be 

ved by June 30, 1997 No purchase necessary. 



Show Us 
What'cha Got 

^T W ^e re searching for the most unusual, original, t us 
^MlM' ,oin PrintArtist layouts I sin^ any version of 

* PrintArtist, create and submit your best, most inter- 
esting layouts (up to live) to us by March 31, 1997. The top 55 
entries will be available for download on our website. 

If having everyone "oorT and "aah" at your designs isn't 
enough to start your creative juices flowing, we have some 
really cool prizes! Five first prize winners will be awarded the 
entire .V/erro Home Collection, includ- 
ing. MasterCook Deluxe 4.0. Cooking 
Light 4.0, The Jenny Craig Cookbook. 
CustomHome, LandDesigner 3D, 
PrintArtist 4.0 (approx value U.S. 
$250). Ten second place entries 
will win a PrintArtist watch 
(approx. value U.S. $25). 
Twenty third prize winners 
will get a PrintArtist 
t-shirt (approx. value U.S. 
$10). Twenty fourth place 
winners will receive a 
PrintArtist mouse pad. 

Kids, don't worry — 
we've got a category for 
you, too. If you come up with 
some great PrintArtist layouts, be sure to 
enter, because five kids (ages 12 and under) will win 
one copy of either The Lost Mind of Dr Brain or Torin s 
Passage (approx. value U.S. $60)! 

Entries may be submitted by e-mail or regular mail. To 
enter by e-mail, go to the PrintArtist site at 
www.slerra.com/sierrahome/prliitart/contest/. and dick on 
the "Enter Contest" link (full rule details are listed here). Or 
send your entry on floppy disk to: PrintArtist layout Contest, 
Sierra On-line. 3380 146th PI. SE. Bellevue, WA 98037 No 
purchase necessary to win. 




iDesign a ftette for the next 30 Olira fjKnt<6c£Et 



whole family of Sierra 3D Ultra 
product! (V) Ultra Pintail, 3D 
Ultra Pinball Creep Night, and 
the upcoming 3D Ultra MiniCiolf. 




jXl ' you're a nice, normal, level 
aM? headed sort of person, skip 

'this 3D Ultra MmJGoffCO* 
test. However, if what makes you 
tick is truly zany and bizarre, keep 
reading! We want your best idea 
for a miniature golf hole. Let your 
imagination run wild, design the 
wackiest hole, and send it to 
us. 

What's in it for you? 
If you are one of 
25 runners up 
you will 
win the 



approx. value U.S. $135). But if you are 
the creator of the one weirdest, most 
twisted idea, your mini-golf hole may be 
featured in our sequel of 3D / lira 
Xftntdolf. That's right, we'll bring your 
hole to life with multimedia 1 

Just send your entry to "I*! Your 
Imagination Run Wild" Contest, c/o 
3D Ultra MlnKiolf, I'O Box 53210, 
Bellevue, WA 98015-3210 AH entries 
must be postmarked by June 15. 
1997. No purchase necessary. Full 
contest rules are listed at our web- 
site www.sierra.com/mlnigolf/ 
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efying fate once again, Dr. Thaddeus 
P. Brain is screaming through time, 
trapped in the space time discontinuum. 
Use your logic, survival skills, and 
high-order thinking ability to help him 
make his way back to the 20th Century. 

Work on these two puzzles and see how 
fast you can solve them. Logical thinking 
and patience will serve you best here. 
(Hint: These games are just some of the 
varied challenges you'll face in The Time 
Warp of Dr. Brain.) When you're done, 
warp over to the next page and be sure to 
complete the entry form and mail it back. 
You just might win a family trip to the 
Kennedy Space Center in Cape 
Canaveral, Florida. 



Puzzle One: Brainwaves 

This puz/te challenges you to use your highest thinking skills Your deductive 
reasoning will come in handy as you try to make the correct matches. 
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Puzzle Two: Gridlock 

With this puzzle you will gain experience with a simple programming systM 
that is not unlike the basic elements of craftier pressors. 




The mother's show starts three hours before the 

The great -grandmother s shew starts after the 
s shew, but befere the sen's skew. 

The sitcom starts an hew after the news special 




Get the hovercraft back to the cor 

ing filling stations without same-color craft 

paths intersecting one another 

Clue 1: Use two different-colored pens when you're working on this. 

Clue 2: Please note that the hovercraft can't travel straight 
through an intersection with a diamond in it. It must turn to 
the left or right. 



If you do get stumped, don't sweat it The solutions will be revealed in the next issue of InterAction! 




Through Ti jje ! 



and Win a Trip to the J 



Kennedy Space Center ! 




©et off on your own adventure 
through time. Experience 
the ultimate space odyssey 
with a NASA Tour and see the 
Space Shuttle facilities. Touch 
down at the Kennedy Space 
Center Visitor Center®. Experience 
how real life runs 




parallel with the 

good doctor's own 

zany escapades. 

Fast-forward to the 

future and check out 

a replica of the 

Space Shuttle. Or 

visit the adjacent 

Wildlife Refuge and travel back in 




time when you see alligators sunning 
themselves near ponds just as their distant 
cousins, the dinosaurs, did millions of 
years ago. Don't delay, complete the entry 
form below and mail it 
back immediately for 
your chance to win! 



Grand Prize 



*A FREE family trip for four to the 
Kennedy Space Center* in Florida including 
airfare, 3 nights' accommodations, a day at 
the Visitor Center, and more! (approximate 
value $2,500) And you're only 45 minutes 
away from Walt Disney World and Universal Studios. 



Mail in your entry form today to: The Dr. Brain Trip Through Time Contest, c/o Sierra On-Line. P.O. Box 53008. Bellevue. WA 98015 



Win "The Dr- Brain Trip Through Time" Contest! 



Name 



Address 



City 

Daytime Phone: 



Zip 



Signature: 

* The trip must be taken by April 21 1998 
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"The competition for the 
throne will be fierce. 
But this is your chance 
to make history and be 
the King of England." 

- William Trotter 



Available Now 



WIN95/DOS CD 
Order Dvect 1-800- 757- 7707 

mm sena.com/1ords? 

$54.95 (Order '83710) 
Preferred System Requirements 
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By William Trotter 

The very concept of "guerril- 
la war" did not exist in the 
Kith Century. But. just as 
the designers of Lords of the Realm II 
have given medieval combat a tactical 
subtlety that it seldom displayed in real 
life, so too have they incorj>orated into 
the game's deep and fascinating texture 
the possibility of a weaker opponent 
wreaking havoc on the resources of a 
stronger by means of classic "guerrilla"- 
type operations. Of course, the crucial 
actions in almost any game, on almost 
any map. usually come down to a cli- 
mactic siege or two, and 
sieges are fun (well, if you 
win them, they are...), hut 
there are situations in which 
you may gain considerable 
advantage by practicing "the 
war of the flea." 

For example: let's say 
you're playing a fictional, 
abstract map such as 



What's Your 
Tarnet? 



"Jigsaw." one that is nicely balanced, at 
the start, for 2-4 players and one which 
quickly turns into cutthroat mayhem if 
you add a fifth player. Through careful 
planning and good timing, you have 
managed to win control over the three 
western counties 

You're cut 
off. by the sea. 
from further 
expansion on 
the west coast, 
so your logical 
next step is to 
strike hard for 
the center, 
control of 
which will 
open up 

many strategic 

option*, give 
you a strong 
defensive base, 
and have 
the effect of 
splitting your 






Choose your targets 
wisely to leverage 
your power more 
effectively. Crippling 
strategies should 
include attacking: 

Villages 

Blacksmiths 

Lumber Mills 

Supply Convoys 

Crops and Cow 
Pastures. 
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enemies into 
noncontiguous groups 
of counties. 

By this point in the 
game, however, your 
opponents should 
have consider- 
ate power and 
resources at their 
disposal. They, too, will 
realize the importance of the 
MJ center and will probably con 

centrate forces there to oppose 
your expansionist intentions. 
Chances are, too, that your own 
military forces will be somewhat 
depleted from the battles that 
gave you control of that third 
county. Before undertaking a 
major offensive, you'll need to 
consolidate your new holdings, 
replenish your ranks, perhaps 
finish building a castle (assum- 
ing you did not conquer one in 
^BM your last campaign), and raise 
|H the happiness level of your 
newly acquired serfs. 

By adopting hit-and-run tac- 
tics, however, you can consoli- 
date and continue to plague the 
IIPP enemy at the same time, keeping 
your foes off-balance and forcing 
them to disperse their forces rather 
than mass a huge army to counterat- 
tack your newest county. Here's one 
way to go about it: 

After leaving a garrison, combine all 
remaining field troops into a single 
force and march it right up to, but not 
across, the border of the central region 
you intend to pillage. Computer-con- 
trolled enemies will not respond to this 




but I prefer units 
of 50 men so that 
they have some 
capacity to 
defend them- 
selves 
or at least 
do some dam- 
age to 
the enemy if they are 
cornered). Then send 
them across the border — 
using roads if convenient, passes and 
open terrain if not — and disperse them 
widely throughout enemy territory. 

Once your "guerrillas" are committed 
to the plan, send each detachment out 
to pillage, slaughter, and burn all the 
strategic objectives within reach. No 
special tactics or commands are 
required: simply march to a square 
adjacent to the target and the comput- 
er will ask: "Slaughter this village?" 
or "Destroy this iron mine?". Click 
on the thumbs-up icon and the 
target will vanish in a gratifying 
puff of smoke, leaving nothing but 
charred ruins. 

Some targets are better than 
others. Here's my list of priorities: 

High-Priority Targets: 

VILLAGES: by laying waste to an 
enemy village, you accomplish two 
things: a reduction in population 
and a drop in happiness. Serfs tend 
to feel insecure when their neigh- 
bors are massacred. You provoke 
discontent in your opponent's 
county at the same time you reduce 
his pool of manpower substantially, 
thus making it harder for him to 



"War cannot for one moment 
be separated from politics." 



move unless and until you actually 
cross the border; human opponents 
will — so scout the neighboring country- 
side before doing it and make sure 
there is not an equal-sized or larger 
enemy force within a season's march 
of your army. 

On the next turn, divide your force 
into a number of smaller detachments 
(the manual recommends units of ten, 



-Mao Tse-Tung 

assemble an offensive force. 
lLACKSm I + H S: destroy the forge 
and the smithies, and you automati- 
cally cut off the enemy's source of 
indigenous weaponry, forcing him 
either to buy arms from a mer- 
chant, or redeploy his forces until 
the blacksmith facility can be 
repaired. 
LumitR m ILLS: their loss means 



RAVES 



'Impressions gets 
medieval on your 
ass with a substantial 
revision of its 
strongest game yet." 
-PC Gamer 



GAMER 
EDITORS 



mm 



the loss of raw materials needed to 
make bows, pike staffs, and crossbows. 
These are the very weapons you'll 
need to worry about the most when 
you undertake a siege. 
SUPPLY C«MV#Y$: these are targets 
of opportunity, since they show up 
only occasionally. But their very 
appearance means that at least one of 
your opponent a counties is in dire 
need of supplies and by denying those 
supplies, you'll deepen the enemy's 
economic woes and give him one more 
thing to worry about. 
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egy gamers can allocate their resources down 
to assigning peasants specific tasks. Combat-action fanatics can leave the 
micromanaging to the game so they can focus on waging war. 



CR«PS AND C«wPAS + UR€S:l)iirn 

the wheat, roast the cows, strike at the 
enemy's most basic source of economic 
strength and turn his well-led serfs into 
starving, rebellious mobs. 

Low Priority Targets: 

S + ®N€ 9UARRI€S: stone is only 
good for castle-building and unless your 
opponent is in the midst of a construc- 
tion or expansion project, stopping the 
flow of stone will only have a marginal 
impact. 

Ideally, these raiding activities should 
produce such a level of hardship and 
insecurity that a peasant revolt flares 
up. Such uprisings are not random 
events: any time a population's happi- 
ness rating falls below 25 for four con- 
secutive seasons, it will revolt. The rul- 



counties. carrying the contagion of dis- 
content and lowering your peoples' 
happiness, in which case you should 
send the nearest garrison forth to crush 
them. Revolt-quashing engagements 
play out just like 
ordinary battles, 
although they do 
tend to be rather, 
urn, one-sided. 

Eventually, of 
course, the enemy 
can track down 
and eliminate all of 
your raiding par- 
ties, but if you 

have, say, five detachments burning and 
pillaging, eliminating all of them will 
take several seasons. Thus, you have 
not only crippled your enemies' infra- 




Of course, there are risks 
involved in such a strategy, espe- 
cially when playing against other 
humans. Chief among them is the 
possibility that, when you do con- 
quer your next county, it'll be in 
such a state of ruin that it's 
scarcely worth acquiring. 

For that reason, I would sug- 
gest waiting a few seasons before 
attempting to conquer a province 
you've thoroughly pillaged. Let 
your enemy do the work of 
reclaiming the fields and bolster- 
ing the peasants' morale. THEN 
attack Yes. the timing can b#> a 
matter of some delicacy — you 
want to wait until basic repairs 
have been made and fields 
reclaimed, but not so long that 
the county recovers most of its 
original strength. 

These same tactics work in 
reverse, by the way. If you find 
yourself too weak in troops to 
pick a stand-up fight against an invader, 
you can use the same split-the-army 
maneuver to conduct "scorched earth" 
operations as you retreat to a more 
secure defensive position. Leave noth- 
ing of value for 
the invader, 
whether it's iron 
mines or defense- 
less villagers. Let 
him take control 
not of a thriving 
province, but 
an economic 
basket -case. 
Again, this 



tactic forestalls an even deeper and 
more threatening invasion and more 
or less forces your opponent to stop 
his aggression and spend time getting 
his newly acquired county 

..in the world of Lords off the Realm II, inordw 

Yes, fellow 

gamers, there 

does come a 
striK ture. but you've also bought pre- \ moment of regret the first time you 
clous time to consolidate your own j answer -yes" to the question: 

holdings, fine-tune their economies, and j "Slaughter these villagers?" But in the 
beef up your main army in preparation 
for a renewed advance. 



conscience is no asset. 



ing lord will be thrown out and roving 
bands of brigands (shown on the 
screen by means of a burning torch 
icon) will fan out over the countryside. 
They may even spill over into your own 



world of Lords of the Realm II, a delicate 
conscience is no asset. And besides. 
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they're only serfs. You ran make it 
up to them when you seize the throne. 
Or not 

Part 2: And speaking of 
peasants... 

Okay, so they re only armed with pitch- 
forks and grata SCythCT and it takes 
seven or eight of them to overpower a 
good swordsman, but peasant units do 
have certain advantages and you can 
make good tactical use of them. For 
one thing, they're cheap. And numer- 
ous. And. given enough food, they're 
easily replaced. For another, you may 
need to raise a mostly peasant army 
when you're caught without enough 
better-armed troops to make a stand. 
Peasant-based armies are most useful, 
of course, in the early stages of a game. 



hand troops mu\ 
both his flanks pro- 
tected by obstacles. 

If the sizes of the 
armies are roughly 
comparable, those 
enemy archers can 
be the decisive fac- 
tor — you must neu- 
tralize them as 
quickly as possible. 

If the pre-battle 
statistics reveal that 
you have a slight 
disadvantage in swordsmen, archers, 
pikes, and maces, but a considerably 
larger force of peasants, you can still 
win this battle. 

First, search the map carefully. 
Although the enemy's immediate flanks 
are secure, there 
are usually longer, 
unguarded routes 
available to his 
rear. Split your 
peasant forces 
into one-third and 
two-thirds and 
position the small- 
er force in front of 
your best troops, 
then methodically 
advance on the 






when target counties are not heavily 
defended by fortifications. Just make 
sure you attack with a larger army than 
the defender has But peasant units can 
be very useful in later stages of the 
game as well. And in certain tactical sit- 
uations, they can be the key to victory. 

Say you're placed on a battlefield 
which is dominated, as so many in the 
game are. by a number of terrain fea- 
tures that form "choke-points" — i.e., 
narrow channels of open land bounded 
by water obstacles, dense forests, or 
rocky outcroppings Your opponent has 
adopted a strong defensive position 
with archers massed behind hand-to- 



enemy position until you come within 
bow-shot. His archers will fire first at 
the peasants in front, and you should 
have enough of them to withstand the 
missiles for a minute or two before 
the enemy can shift fire to your more 
valuable troops. (Meanwhile, naturally, 
you should return fire with your own 



bowmen as best you can). 

Now, while the enemy's archers are 
Concent l attag their attention on your 
sacrificial peasants, 
quickly march the 
ond. larger, body of serfs 
in a wide flanking in. mm 
ver that brings them into the 
enemy's rear — i.e.. behind his 
ranks of archers. Now hurl your 
mass of peasants straight into 
those bowmen. Remember, an 
archer who is fighting for his life with 
only a dagger cannot fire his arrows. 
And it takes a much smaller number 
of peasants to overwhelm archers 
than it does any other kind of soldier 
on the field. 

Once your serfs and the enemy's 
archers are meleeing. you 
can do maximum damage 
with your own bowmen. 
Have them maintain a 
steady fire until you judge 
that your attacking serfs 
are starting to falter, then 
quickly order your hand-to- 
hand troops to close with 
the enemy. 

Hemmed in from two 
sides, the defenders 
will fight at a dis- 
advantage and 
cannot extricate 
themselves because of the obsta 
< Irs on their flanks. You should win 
this kind of engagement, although you 

probably won't hav«» many Mrffl left 

when the body-count comes on the 
screen. 

Not to worry; there's plenty more 
where those came from. IU 
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Antaia Ale 



Welcome to The Spitting Lion, an Antaran tavern. An interactive point-and 
click trip through Antara is just one of the many goodies available on the 
Betrayal In Antara website. Check out the latest screen shots and download 
some intriguing snippets of the musical score created solely for this fantasy 
role-playing game. Once inside the Lion, you can listen to an olde drinking 
song, meet some fellow adventurers in 
the Common Room, and scroll through 
an Antaran tavern tale. So, pull up a 
stool, order some ale. and visit Antara 
at www.sierra.com/antara/ 



If you haverrt heard of the World Wide Web. let 
us be the First to welcome you bad* to Ptanet 
Earth. Most likely, however, you're familiar with 
the Internet, since Web-related discussions are 
impossible to avoid. You've been told how to 
improve your communications or run your business via the Web. What you haven! been told 

is how the Web can be fun! 1 So we will. Sierra's 




Webmonkeys have put together an award-winning site, with 
something for anyone. We polled several of our Web visi- 
tors to see what brings them back to our site and compiled a list of reasons to visit SierraWeb. 1 
ONLINE COMMUNITY: First and foremost, we have a great online community. Sometimes ifs easy to 
forget the Web is about people, not just information. Our site offers people the opportunity to meet new 

friends. It provides a forum to share everything from game hints 
to gardening stories. It's a chance to use technology to create a 
fun place to get together with people who share your interests. * 




Are You Beady, 
Human? 



"Yes. Human. Oream of escape. Dream of survival. Then 
awaken to the nightmare 1 



That is one of many soundbites you can download when 
the Hwttf Huntet website. Along with audio files, you will 
biographies of the lead characters, Jake and the 
Beast, and important non-player foes. After scrolling 
through descriptions of weapons, health aids, and 
hazards, you can download demos, 20 additional 
"Beast" missions, and even a Mission Editor 

which allows you to create your own missions 

to torment you and your friends. So. visit 
www.sierra.com/hunty. and prepare to battle 
for life-a battle to the death. 



you visit 
find 
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Kickin' Bass and Takin' Names 




ATTENTION: Lunker-lovin', lake-fishin', lure-baitin', bonafide 
bubbas. we've got a couple of super fishm' holes to tell you about. 

Internet Waterway (IWOL) 

www.iwol.com/fishtourney dedicated to water, boats, and 
fishing. Starling in April 1997, IWOL's Trophy 
Bass 2 online tournaments will primarily 
consist of a five toumey series, with two 
divisions-Amateur and Masters. A circuit 
championship will be played for both divisions, with entry based 
on points for place of finish and poundage of fish caught during 
each tournament. 

Amateurs don't pay entry fees for tournaments and could win 
magazine subscriptions and IWOL t shirts and hats 
Masters have a fee of $10 per tournament, with a 
chance at cash and prizes worth up to $300' 



Crankin Ken's Trophy Bass 2 Club 
http://208.140.168.154/clubpages/ 
Crankin' Ken's site revolves solely around 
Sierra's Trophy Bass 2 with a membership 
of 300 and growing daily. 



FISH-ON! 




Equipped with rules 
and schedules, each 
angler is assigned a level- 
novice, intermediate, advanced, and guru. 
After a set of tourneys, the top "1 player 
in each division moves up the next level 
of competition. 

No matter what kind of tournaments 
you're looking for, if you own 

Trophy Bass 2, you have excellent places online to fish 
for that elusive lunker. Feel free to visit our Trophy Bass 2 
website at www.sierra.com/tb2i. 













On our website, you'll find a variety 
of community message boards, 
devoted to getting the most out of 

your favorite Sierra titles. Each board is full of hints, tips, and general information answering any 
question you might have about sneaking past the brigands in Quest for Glory or avoiding the were- 
wolf in The Beast Within. Many visitors said they found their favorite recipe in the MasterCook 

forum, while others swapped seeds and advice on 
the LandDesigner board. * ONLINE GAMES: Do 

you prefer action to words? At our site, you can play games online. The Sierra internet 
Gaming System (SIGS) is fired up and ready to host multiplayer versions of quite a few of 

our latest games. * If you have ever wanted to join 
the ultimate online adventure game, take a look at 
The Realm. It's a constantly-evolving fantasy role- 
playing game, where you create your character's 
identity - from appearance to biography. With 
swords, sorcery, and monsters galore, The Realm 
introduces you to a whole new. action -packed world. 



DISCOUER THE REALM 

Experience this open-ended, medieval fantasy game played in 
an online environment. Set in real-time, it combines the best 
of adventure, role-playing, simulation, and interaction in an 
one-of-a-kind multiplayer experience. 




Create your own character. Pick a name, and write 
a biography of your new online persona. 

The Realm gives you the options of exploring, — 

fighting, questing, and just chatting with other 
adventurers. Unlike the average fantasy role-playing 
game, The Realm has no linear path or predetermined 
story which decides the gameplay You get to make up your 
own stones and games by Irving them as a member of a 
online community. So, get ready to enter the amazing world 
of The Realm at www.realmserver.com. 
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TOP PLHYHBLE DOUUHLOfiDS 




These hies art available at www.sierra.com/demos/ 

NASCAR Racing 2 Playable Demo 

Requirements: Intel Pentium processor. 16 MB RAM. 

Learn why HkSCM 2 has become such a popular product with this fully 

playable, downloadable demo. 

3-D Ultra Pinball 2: Creep Night Playable Demo 
Windows version requirements: Wmiows 11 with Win32s and WinG 
or Winim 95. 466/66. 8 Ml RAM. 
Macintosh version requirements; 68040/33. 8 MB RAM. 
Play the sequel to the best-selling pinball game of all time. 

Lords of the Realm II Playable Demo 

Requirements: Microsoft DirectX. Windows 95. 486/66. 8 MB RAM 

Play a strategy game of castles, knights and sieges. 

Front Page Sports: Trophy Bass 2 Playable Demo 

Winnows 3lx regiments: Windows 3.1. WinG Win32s. 486/66. 8 MB RAM 
Windows 95 requirements: Microsoft DirectX Windows 95 486/66. 8 MB RAM 
Ironhf Bass 2 brings new features, and if you have Windows 95, it also 
gives you modem, network, and Internet play. 



DEMOS: With lots of downloadable demo games, 
SierraWeb allows you to "play before you pay.** Reduce an 
opposing Here in MissionForce: CyberStorm to a bucket of 
bolts. Press the pedal to the metal in a NASCAR vehicle. 

Don your toga in Caesar and build a Roman civilization. Build an army, and win the crown in Lords 
of the Realm II. No matter what you like -action, adventure, fantasy, or strategy, we've got it. * 

PATCHES, TECHNICAL, AND 



IroyCar Racing II Playable Demo 

QOS msion requirements 486/33 8 MB RAM. 

Wm95 version requirements Windows 95 486/33. 8 MB RAM. 

Macintosh msion requirements Power Mac. 16 MB RAM. 

Winner of two Codie awards from the Software Publishers Association, 

InsyCar Racinq II offers a stunning recreation of what it's like to be in 

the fast lane with this incredibly realistic simulation. 

Lighthouse Playable Demo 

Requirements: 486/66. Windows aid 8 MB RAM. or Wiaiews 95 and 12 MB RAM 

This gives a glimpse into one of the most intriguing new adventure 
games released by Sierra in years! 

Hunter Hunted Playable Demo 

Requirements Microsoft DirectX Windows '95 Pentium 16 MB RAM 
Are you the Hunter, or the Hunted 9 Jump fpet-first and guns a-hlazing 
into the 30 action of this hot new game The demo is available in three 
flavors. Jake (tht hunwt). Hit; BvaM and Iwu player head to head. 

The Incredible Machine 3.0 Playable Demo 
Requirements Windows rr Wniwws '95. 486/33. 8 MB RAM 
Construct machines using everything from caged rodents to rubber 
bands-turn them on and watch them go. 

Hoyie Buckjack/Hotle Poker Playable Internet Demo 
Requirements: Windows 95 486/33 8 MB RAM. Internet connects 
Play Hoyle Blackjack/Poker, not just against the computer, but against 
real life pros from around the world! 

MissionForce: Ctherstqrm Playable Demo 
Requirements Windows 95 DirectX. 486/66. 8 MB RAM 
MissionForce: Cflerstorm provides the chance to command a force 
of mechanized HERCs in battle, scouting, salvage, and more battle. 



J 



A popular section of SierraWeb is the Tech Support Documents, 
www.sierra.com/support/tsdocs/ Here, find answers about 
our games and how they interact with your computer system 
You will also find hints and tips for several games, as well as 
trouble shooting guides for virtually every Sierra product 



ra product. / 
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TOP TECHNICAL FILES RHD PATCHES 



CUSTOMER INFO: Before you spend 
time (and money) calling a technician to get help with a product, visit our 
Technical Support section. Our technicians answer messages on the board M-F 

and post documents offering instructions on get- 
ting the best performance out of our products. 
We also provide the latest software updates and 
patches. Our online Customer Service department 
is happy to help with questions, too. Several of 
our product development teams also post their 



Front Page Sports: Football Pro '97 Update 

www.sierra.eom/support/patclies/#newfbpatc4ies/ 
This update corrects several technical issues 
wrth fPS football '97. It also adds features 
and functionality to play. 

Microsoft's DirectX for Windows '95 

www.microsoft.com/games/downloads/ 

DXEXTFUCT.EXE 

If you haven't updated DirectX on your system 

lately, you should download this file before 

running any of our Windows '95 demos. 



Microsoft's WinG for Windows 111 
ftp://ftp.sierra.com/pub/sierra/dena/wing.ixe 
This Windows 3.1x driver allows you to run 
many of our recent Windows demos. 

Microsoft's Win32s (v1.3) for Windows 111 
ftp://ftp.sierra.com/pub/sierra/demo/ole32s13.eie 
Rote: Unaack tits hie by typm, 0LE32S13 to 
recreate tie necessary wftctwry strtctsre. Then 
fin SETUPEXE front witiin Wintvws ta install. 
Like fill tits trim is necessary to rm many of owr 
tfMfts Ml wants, ff yen Ian Wrwim ill an* 
hawi't installed Win32s, dovwloatf a copy of tkis tile. 
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Back to School 



Famous Adventurer's Correspondence School: Ihe Quest for Glory 
Oregon Fire website www.sierra.com/qg5/ is a complete online 
design forum. In addition to a number of cool things you'll find 
on the dn$on fire website-like 
evolving character sketches, a 
"behind-the-scenes" look at the 
development process, and mes- 
sage boards, so you can chat with 
other Quest fans. You can now 
enroll in the Famous Adventurer's 
Correspondence School 

Once enrolled in the School, you'll 
receive a free electronic newslet- 
ter that gives development 
updates from the team. You can 
also submit your creative input 
directly to designers Lon Cole and 
Terry Robinson and will be period- 
ically asked for ideas and designs 
for features you'd like to see in 
the game. Who knows? One of 
your ideas could end up in the 
finished game. Whether you plan 
to be a warrior, thief, magic user, 
or paladin, the Famous 
Adventurer's Correspondence 
School will help you in your quest 
to become a hero. 





The Price is flight 



Sierra Diving Adventure Screei Saver 
ftp://ftp.sierra.com/pub/sierra/demo/shark.exe 

Fuiuu m\\ 
*Sa Riwimm: Willows '95. DirectX 8 mis RAM 
^Bl This Screensaver features a stunningly beautiful and almost hypnotic 
"sharks-eye" view of the flora and fauna of the ocean floor 
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Leisure Suit Larry Pops Up! 
ftp://ftp.sierra.com/pub/sierra/ 

demo/larryspk.exe 
Fitestn. 1560k 

Requirements: WMms it Mm "95 
Larry's back in this oddball "useless 
utility" and screensaver which features 
Larry popping up at the most embarrasing 
and inopportune moments throughout your 
workday Larry Pops Up! also sports 
five downloadable "speech packs," 
each with pithy quotes and silly 
statements. 

The Making of The Mask of Eternity 

ftp //ftp. sierra.com/pub/sierra/ 

lunstuff/mask.avi 

Fife sue: 35000k 

Requirements: AVI player (Windows '95 
has one built-in) 

The Making of Ihe tosk of Eternity 
is a behind-the-scenes look at Roberta 

Williams' new project 




email addresses on their web pages, so let them know what 
you'd like to see in their upcoming products. * BEHIND- 
THE-SCENES PEEKS: Our website is a virtual window into 
the heart of our operations. Here you can check out entire 
games, from prototype to final testing. Catch up on the latest 
happenings with the Betrayal in Antara team in their produc- 
tion diaries. Sign up for the Famous Adventurer's Correspondence School newsletter, or the Shivers Info Club. Download the new "Making 
of The Mask of Eternity" movie We from our Demos page. We even have audio and video "bloopers" from our upcoming mystery adven- 
ture, Shivers: Harvest of Souls. * FREE STUFF: We have 22 jQGZS' * 
you to download -from add-on levels for some of your favorite games to thou- 
sands of recipes and gardening advice. With Windows wallpaper, theme packs, 
screensavers, and sound files— everything you could want is available on our tit*. 
We'll even let you download a copy of our original, wildly popular Red Baron 
game-FREE! 1 Have you created a great theme pack, game utility, or other 
Sierra-related goodie you would like us to host on our site? If so, drop our Web 
gurus a line at webmaster9sierra.com and tell them what it is. If we think it's 



Shivers: Harvest of Souls 



^ 



Not only are there many screen shots and sound 
bites, there are also video outtakes from the mak- 
ing of the game. One of the key features of the 
website is an invitation for you to sign up for the 
free Nearest of Seats Info Club! Members will receive 
email newsletter updates on the game's progress, 
wntten by the development team. Check it out at 
www.sierra.com/shivers2/. 
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Packers, Pigskins, and Patches 



*** 



The front ftp Sports: Foofall Fro V development team has just released 
a patch with additional, true-to-the-game features that will add intensi- 
ty to your Fsotoff Pro V experience. 

Patch features: 

Full screen arcade play. Automatically stretches the on-fieW 

display to fit the current window's resolution. 

Dual joysticks in a head-to-head game. Use two joysticks on 

a single computer. 

Selected play highlighted. In the single-player game mode, a 

highlight box will appear around a chosen diagram on the 

play-call screen. 

Enhanced printing. Print Pro Bowl rosters. Hall of Fame and 

arcade screens, play diagrams, and coaching profiles. 

Changing field goal range. Edit and save the field goal ranges 

in the coaching profiles. 

Quick Plan. Create game plans with custom plays in subdirectories 

in the main Custom directory. 

Play Editor. Easily create game plans and coaching profiles. 

Double click on game plan mini-diagram to bring up the load 

play window. 




Player Trades. Tradable players are ranked from highest to 

lowest value Multiple player trades are sorted by players' 

combined value. 

Substitutions. Play Editor creates substitution sets and now has 

arcade mode for modem and LAN play. 

Rules. Clock stops when an onside kick is recovered by the 

kicking team. 

Awards. "Player of the Week" award is determined after all 

the weekly games are played. 

Security enhancement. Dame is saved after each play. 

Field conditions. Weather conditions and field displays correspond 

closely to the home team's stadium. 

Clocks. Clock routines were reworked to accommodate slower 

data transfer rates and low latency networks. 

SIGS SIGS connection time and game play is faster, and the chat 

window is enabled while playing on SIGS. SIGS mouse interface 

was rewritten to enhance play selection and time-outs. 
All of these features are available free online. Go to 
www.sierra.com/support/patches/ Scroll down to 
FPS: FooM Pro V. Click on the most appropriate 
option. You have to save the exe file on your 
hard drive. Close the Internet browser, and 
open the .exe file. It will decompress sev- 
eral files, including a readme file, and 
will give you detailed instructions 
on how to install the patch. 




realty cool, we'll post it on our site, tell the world who created 

it, and send you the Sierra software title of your choice 

as a "thank you." (Approximate retail U.S. value, $20.00 to 

S60.00, depending on product line.) * CONTESTS AND 

TOURNAMENTS: What do you have to lose? You should check our Contests page for a chance to win a variety of prizes-from free 

software to dream vacations, and cooking gear and classes. We post new 
contests on a regular basis, and this year we intend to hold as many 
possible, so ke*p an eye on the Contests page. ' Or, sign up for one of 
our online game tournaments. We're proud to announce Ignac Jakovac of 
Charlottesville, Virginia captured the World CyberStorm Championship title, 



Update your Screamin' 3D video card FREE. 

Visit www.sierra.eom/hardware/screamin3d/#bios. and click on "BIOS 
Patch!" to download your update. This 1.443K file contains both a BIOS 
update and a driver update for the 30 card. The BIOS update upgrades the 
BIOS to version 76, and the driver update upgrades the driver to version 1.12 
For more information on applying the updates, and for a list of changes 
included with these updates, check the included README files. 
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Something for Nothing 

If someone ever tells you that you can't get something for nothing, just fire up your 
web browser and take them to our www.sierra.com/free/. Prove that they're wrong! 
Show them all of the great PC and Mac demos, the screen savers and Windows 95 
theme packs, the game utilities, add-on levels, and everything that were giving away 
out there. Show them our latest offenng-a free download of our Johnny Cistwy 
screen saver! And once you show them our archive of thousands of free recipes, 
they'll probably even be willing to eat their words! 




BbeeSWxff 



What I'd Do for Larry 

No, really, it's not what you think. We're giving 
away signed original art! What's up for grabs? 
Eleven of the original drawings used to create 
animation eels for leisure Suit liny: Lm Iff 
Sal, plus a Hayes 33.6 modem, and some 
great Larry t-shirts! You want? Then just 
stop by the Contests page of our website, at 
www.sierra.com/live/competition/ and tell 
us what you'd be willing to do to win them. 
Would you shave the Sierra logo into your hair- 
do? Would you wear a polyester leisure suit to 
work? Would you carve a bust of Al Lowe out 
of Spam? Think about it... 



FrGG Gardening Help 




No, were not going to come out and help you plant your begonias, but * 
we're going to do the next best thing. Do you have questions about 
gardening? Not sure when to prune those roses, or how to keep the 
deer out of the lettuce? All you have to do is Ask Annie! She's a long-time 
gardening expert, and the moderator of StenaWeb's "Weed Patch" message board. 
If you've got questions, she's got answers. What's the best fertilizer for maple trees? 
Can acanthus be successfully grown in full sunlight? If you want to know, just stop 
by www.sierra.com/messages/land, and drop Annie a line. 



Cyber What? 

k.a.a., the splinter group of designers from 
Dynamix, have created the Ctfergtidutors 
website at www.sierra.com/cyberg/ Here 
you will find downloads of deadly, interac- 
tive demos and audio themes, as well as 
biographies of both the members of the 
Gy Djin (the bad guys) and the Alliance 
(the good guys). With a collection of actual 
screen shots and frequently asked ques- 
tions, you will find all you need to know 
about one of the most action-onented 
games available. 



winning him a cool trophy and spot on 
the beta-testing team for the upcoming 
CyberStorm 2. We'll have more tournaments 
this year for our online games, so check 

SierraWeb periodically for details. ' THERE'S MORE? This is only a small list of some of the features you'll find on our site. So, consid- 
er this an open invitation to drop by. and check out everything that our website has to offer. Just open up your Web browser and point it 

at www.sierra.com/. See you there! '" 
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EALM 

Medieval Role-playing Game 

$49.95 buys a full year's worth 
nlimited adventuring in Sierra's new 
asy adventure world of quests, magic, 
and battle. A world which is robust with 
colorful graphics and real-time animation. 

*Requires SLIP/PPP connection. Internet 
access fees not included. 




f$ 
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Choose from a variety of attributes and 
physical features to create a totally 




and interact with thousands of other 
adventure seekers from all over the world. 







Join together in quests to fight monsters. 

Gain experience and gold to earn additional 

goods and armaments. 





i 
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or visit us at http://www.realmserver.com 
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'LIGHTHOUSI 

REALLY 

SHINES. 

' Digitol Video Magazine 



The world is fantastic. ^ 

The evil is real. 

K*w The game is 



• Cross into a parallel universe filled with \ 
technology, perilous risks, and a pervasive 
Dark Being. This is the challenge that 
awaits you as you enter the brilliantly 
inventive world of LIGHTHOUSE. ^ 
A world where you're either 
the master of invention — 
or its victim. 
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Enter the fascinating world of MbH'I HOUSE at"! 
your local retailer, c^H us at l -800-757-7707 or visit 
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Strategy Meets Action 





BetH Demetrescu 



www.sierra.com/outpost2/ 



1 n the birth of every 



game, there's a formation 



stage. A time of bold new 
thinking, when the rules 



change every day and the 



features are always in flux. 



It's a time of excitement 



and innovation, when 



every conversation begins 



with the question 



"Wouldn't it be cool if..." 



These are the games on 






the Coding Edge. 



The colonists in Eden were 
annoyed when a potentially 
dangerous Hot Lab was built in 
their settlement, but when several 
benefits emerged from it, their protests 
subsided — until the accident... 

Dynamix Director Patrick Cook and 
Designer Allen 
McPheeters are bring- 
ing you Outpost 2, a 
game where you will 
have to lead your fel- 
low colonists in estab- 
lishing a new beginning, away from a 
deadly microbe. Resulting from a 
microbiological experiment gone awry, 
the tiny, waterborne microbes pass 
through skin contact, invading all 
forms of organic material and literally 
dissolving it— slowly at first, then 



rapidly— from the inside out. The 
microbe spreads quickly, except at 
night, and soon everything is in peril. 

Outpost 2 is the carefully planned 
sequel to 
Outpost It 
too will be 



OUVP! 




The Outpost 2 universe is eight times larger 
than in any other action/strategy game. 




a strate- 
gy game 

based on using near-future technology 
to continue the presence of humans 
on an ominous, desolate planet. 
Picking up the time-line where the 
original left off, Outpost 2 will chal- 

lenge gamers to balance 

colony management, 
conduct research, manage 
resources, and resolve 
human conflict. It could be 
described as a combina- 
tion of Sim City, Masters 
of Orion, Civilization, 
Command & Conquer, and 

J Ware raft 2, all in one 
exciting game. 
"We went through stacks 
of feedback from the 
customers of the first 
Outpost to see what they 
liked and didn't like 
about the game. We're 
incorporating a lot of that 
into Outpost 2," Cook 
explains. 

In single-player mode, 
there are 24 possible 
chapters to play— 12 from 
Eden's perspective and 12 
from Plymouth's perspec- 
tive. With multiplayer 
options for up to six play 
ers, Outpost 2 will also 
let you play cooperatively 
or competitively. One of 
the key multiplayer fea- 
tures will let you deter- 
mine how the game is 

Continued on Page 84 
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Outpost 2 



Strategy Meets Action 



Continued From Page 83 

played — what the exact mission 
should be. So, if your chosen objec- 
tive is to put together a starship 




Lead your fellow colonists in establish! 
a new outpost. 



before all humans are eliminated, the 
players might collectively decide only 
one of them can fulfill the goal, and 
focus their efforts 
accordingly. 

Outpost 2 will be heav- 
ily focused on 
researching, 
and then 
building and 
managing 
the 

colony — all 
in real-time. 
"Not only are 
there real prob- 
lems to solve 
and challenges to over 
come, but there's an 
urgency about them 
that is not just 
'Decide!' but 
'Hurry up! 
We're dying 
here!"* says 
Cook. 
The game 
takes place 
throughout 
the planet of 
New Terra— 
a world 
gamers will 
find to be 
eight times 
larger in 
those found 
in other 
strategy 
games. With 
choices like selecting 
between Eden (the 
main colony) and 
Plymouth (the splinter 
colony) and day and 
night play. Outpost 2 
will be a game 
designed for unlimited 
replayability. Day and 
night play is especially 
cool because your 
strategy has to be dif- 



www.sierra.com/outpost2/ 



ferent during the day than it is at 
night— certain functions aren't quite 
as effective in the dark of night. The 
universe of Outpost 2 will be famil- 
iar to fans of the first 
game. It will also 
have a much morp 
simplified inter- 
face, specific mis- 
sions to guide 
you, and a tutori- 
al to get you 
started. Outpost 2 
will appeal to 
anyone who likes 
action, strategy, 
building colonies, and science fic- 
tion—from the casual gamer to the 
expert strategizer. 

"Everything in the game happens 
in one screen without any dialogue 





boxes popping up all over the place 
and getting in your way," explains 
Cook. "This is really the kind of 
game that will take you five minutes 
to learn how to play it. and then 
hours to try different strategies." 

Cook and McPheeters have been 
operating under one primary objec- 
tive handed down from Ken Williams 
himself-make this game fun! Well, 
they're taking that to heart. 
• Scheduled for release: Mid-1997 
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SeaWars 



By Land or By Sea 




www.sierra.com/seawars/ 



Aquadium (a-qwa' de-urn) n. 1. 
A recently discovered crystalline 
element which allows faster- 
than-light travel. Aquadium is fre- 
quently found in stagnant ponds... 
and has the potential to destroy life 
as we know it. 

SeaWars will pit rebel forces, start- 
ed by a small band of scientists, 
against the powerful and evil federa- 
tion for control of a large plan- 
et rich in Aquadium. Except for 
a narrow band of ponds and 
tidal pools, the entire planet is 
submerged in deep water. 
Unlike most games which boast 
of only two levels of gameplay, 
SeaWars will feature three - 
subsurface, surface, and above 
surface. You'll get a whole new 
plane of gameplay. 

Like the critically acclaimed 
Warcraft II, SeaWars will fea- 
ture "real-time" play and the 



riveting sense of urgency that comes 
with it. As well as hurrying to harvest 
aquadium, you, the noble rebel fighting 
to save the galaxy, will engage in 
missions to mine and refine ore for 
currency, construct strategically placed 
buildings, assault enemy bases, and 
bargain with aliens— all while trying 
to stay alive. SeaWars will focus on 
building and conquering rather than 



wasting time figuring out the playing 
field and objective locations. 

The ability to customize and upgrade 
units combined with non-linear missions 
will create realistic and unique cam- 
paign play. With a variety of levels of 
difficulty, SeaWars will offer intricate 
environments for anyone interested in 
action, adventure, and strategy. 
• Scheduled for release: Mid 1997 




Demon Isle 



Cat Daddy's Big Debut 



Uhile at Microsoft, Ryan Haveson, 
Patrick Wilkinson, and Harley 
Howe played games, endlessly. 
After burning up many sleepless 
nights, they compiled a "wish list" of 
features they would include in an 
unprecedented cross-genre game. 
They felt really confident about their 
ideas, so what did they do? 




Demon Isle will be an FRP combined with 
fast-paced, real time action. 



They quit, formed their own 
company— Cat Daddy Games— and 
launched Demon Isle into full 
production. 

One problem they saw in many 3O 
games is the scenery tends to be closed 
in (dungeons, caverns, hallways, etc.). 
Demon Isle will feature a new kind 
of 3D engine, similar to those in 

flight sims, called fractal 
terrain. Among many 
other things, the new 
engine will allow 
continuous 3D outdoor 
action and will feature 
full 16-bit color. 

Set in a dangerous 
medieval time, Demon Isle 
will be a fantasy role-play- 
ing game combined with 
fast-paced, real-time 
action. The game is 
being written to take full 
advantage of 3D cards and 
MMX technology. The 



www.sierra.com/demonisle/ 



game will feature multiplayer 
options and its networking engine is 
designed to work over LAN, ISDN 




and 

other digital 

Internet connections. 

So if you find the Maggot 

Queen's fetid stench overwhelming 

you, a fellow online adventurer could 

come to your aid. Oh, how misery 

loves company. 

• Scheduled for release: Late 1997 
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Grand Prix 1 



/face <7#e Classics 



www.sierra.com/grandprix 



Just when you think they can't 
get any better, the gearheads 
at Papyrus are outdoing them- 
selves again. Led by Papyrus co- 
founder and the 
father of 
PC 




racing sim- 
ulation, 
David 
Kaemmer, the 
team behind Grand 
Prix Legends is taking the genre in a 
new direction— into the glory days of 
the past. 

GPL will launch you back to 1967, 
to the days just before corporate 
sponsorship and high-tech aerody- 
namics invaded Grand Prix racing. 
This was real racing— no chicanery, 
plenty of high-speed corners, and 
drivers who constantly risked their 
lives in the pursuit of victory. 
Including the actual teams, drivers, 
and cars from the 1967 season (such 
as the world-beating Lotus 49), GPL 
will challenge you to tame the great- 
est and most dangerous race tracks 
of all time. 




And to ensure that 
this challenge is com- 
plete, Kaemmer has 
crafted an entirely new, 
fully 3D physics engine 
which will redefine the 
limits of vehicle dynam- 
ics modeling on 
^^^ the PC. The 

4 ■ objective 

' \B W was to "put 
a car in the 
computer, " 
and that's 
exactly what 
he's doing. 

Highlighted by extremely 

accurate suspension and 

tire modeling— including 

wheelspin and locking 

brakes— this model will 

provide the most authen 

tic simulated driving 

experience available. 
The only thing more 

spectacular than driving 

these cars will be crashing 

them. GPL will make it 

possible for cars to be 

launched into the air, 

vault barriers, and tumble down hill- 
sides. Disaster is never more than a 

few breaths away. 
GPL will also feature the first full 
3D cockpit 
in a racing 
simulation. 
Similar to 
the -virtu- 
al cock- 
pits- 
found in 
flight sim- 
ulators, 
this will 
allow you 
the most 
realistic 
perspec- 
tive possi- 
ble while 
also pro- 




Grand Prix Legends will feature 7 unique 
cars (and their cockpits) in perfect detail. 



viding the ability to look left or 
right. And by modeling the forces 
acting on the player's "head," this 
view should communicate precisely 
what the car is doing at all times. 
Crest a hill and the cockpit drops 
down the screen, immediately telling 
you that the car is "light" and has 
less grip at that moment. Hit a wall 
and the effect leans more toward the 
dramatic than the informative. 

To complete the experience, GPL 
is being designed for-though will not 
require— the latest generation of 3D 
accelerator cards, with native sup- 
port for Rendition (screamin' 3D; and 
3Dfx chipsets. With this combination 
of features, GPL promises to 
immerse you in an experience more 
real than anything you've seen 
before. 
• Scheduled for release: Late 1997 
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CyberStoim 2 



The CorpWars 




www.sierra.com/cstorm2/ 



If you are one of the zillion 
people who demanded more of 
MissionForce: CyberStorm, then 
the creative team of designers at 
Dynamix is putting together a game 
you're gonna love. 
Cyberstorm 2 is 
going to retain the 
original title's look 
and feel, but will 
have numerous 
subtle enhancements to take it to the 
next level. 

Set in a distant galaxy, CyberStorm 
2 will focus on a fierce competition 
to gain control of a single-star system 
that will contain mineral riches, ruins 
of ancient civilizations, and, most 
importantly, jump points. Jump points 
will allow you to hop to different 
locations, including the far side of 
the galaxy, creating a huge 
potential for expansion into new, 
unmarked territories. 

From the beginning, CyberStorm 2 
has been designed for competitive 
and cooperative play via the Internet. 




You will compete with seven other 
corporations, any or all of which may 
be human-controlled. You will also be 
able to play scenarios where you can 
team up with your friends to fight 

against computer 

opponents. 
Unlike the original, 

CyberStorm 2 will be 

a real-time game. 

CyberStorm 2 will 
also emphasize a smaller number of 
units in order to allow more detail for 
each unit. These features combined 
will stream- 
line the game, 
allowing for 
smoother con- 
trol and inter- 
face. You will 
be able to 
drive a limit- 
ed number of 
units, giving 
them orders 
and modifying 
their status 




on the fly in a real-time environment. 
CyberStorm 2 also will be changing 
from the hexagon grid system of the 
original game to a square-based terrain 
system. This will help introduce the 
many strategy aspects of the 
game, ranging from choosing and 
activating the best machinery for 
the terrain, to engineering your own 
bioderm pilots. 

Don't think this is just another 
Command & Conquer or Warcraft 2, 
though. Unlike those games, 
CyberStorm 2 will allow you to exer- 
cise far greater 
control over your 
units. Sure, if you 
leave them alone, 
they will do the 
best they can, but 
human direction 
will make them 
much more realis- 
tic and effective. 
• Scheduled 
for release: 
Late 1997 



Lords of Magic 



A Medieval World of Magic 



www.sierra.com/swords/ 




Set in a medieval world of 
magic. Lords of Magic, the 
upcoming game from 
lmpressions(the designers who 
brought you Lords of the Realm), will 
be a game of alliance, conquest, and 
empire building. You will rule one of 
the Western clans— but you really 
want to rule the world. You'll have 
the option to ally yourself with anoth- 



er clan to defeat Balkoth the 
Destroyer, make a pact with the 
despot himself to conquer the 
world, or you might just want to 
make a run at the throne on 
your own. With magical spells, 
artifacts of power, supernatural 
creatures and amazing heroes, 
Lords of Magic will draw you 
into a fantastic world of 
heroes and villains, elves and 
wizards, and sacrifice and illu- 
sion. 

Lords of Magic will 
feature an innovative 
option called terraform- 
ing. This aspect will 
allow players the ability to modify 
the game map during play. So, when 
the minions of Balkoth are hot on 
your tail, you'll be able to turn the 
tables on them by creating a moun- 
tain out of a flat plain. 



The designers of Lords of Magic 
even plan to throw a 
twist on winning the 
game. 
When 
a single 
alliance \ J w ^a. 




remains— be it good or 
evil— that alliance will be declared 
the winner. If more than one player is 
present on the winning alliance, 
Lords of Magic will provide the 
winners with the option to dissolve 
the alliance and fight to the bitter end. 
• Scheduled for release: Late 1997 
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Quest For Glory 5 



Dragon Fire 




www.sierra.com/qg5 




In Silmaria, even stopping in the loca 
drink can lead to fierce hand-to-hand 



It seems every time we open up 
the InterAction mailbox there 
are hundreds of letters asking 
about Quest for Glory 5: Dragon Fire. 
I can understand; Quest for Glory has 
traditionally been one of Sierra's most 
popular series— but so many letters? 
Lots of Sierra's games are cool, but 
there is something special about the 
Quest series— something almost 
cultish. I decided the best way to 
answer everyone's questions was to 
go down to Sierra Oakhurst and talk 
directly with Lori Cole and Terry 
Robinson, the designers charged with 
breathing life 
into the latest 
adventure in 
the Quest 
series ...QFG5: 
Dragon Fire. 

I was greeted 
at Sierra 
Oakhurst with 
a look that's 
common 
among all 
developers 
when they see 
a reporter 
holding a 
notebook— a 



look that 
screams 
-Don't Give 
Away Our 
Secrets! It's 
Too Soon!" At 
the risk of 
doing just 
that, here are 
just some of 
the fascinat- 
ing things I 
found.... 

First of all. 
Dragon Fire, 
slated for 
release later 
this year, is 
being created 
primarily 
because 
so many people have been ask- 
ing for it. "The biggest reason 
this game is being made is 
because of the demand of our 
fans," explains Lori. "It's like 
coming to the final book in a 
popular book series, so it has 
to be more rich and more chal- 
lenging than ever before— we've 
got our work cut out for us." 

Harkening to the demands of 
their fans, the Dragon Fire website is 
an online game design forum. Fans of 
the Quest series now can share what 
they'd like to see in the series' latest 



(and probably final) game. You also 
get timely updates directly from the 
development team. Update features 
include sketches of characters and 
puzzles, message boards for fans to 
share ideas with the team, and an 
online newsletter providing up-to-the- 
minute details about how Dragon Fire 
is progressing. 

Dragon Fire will be very different 
from the other "books" in the series 
because of two new technologies 
that will make the look and feel of 
this game more fluid and ultimately 
more realistic. The 
game will feature an 
unprecedented 3D 
panoramic world 
with multi-plane 
scrolling 
kscenes, 
thanks 
to a "highly secret" 
graphics display 
engine. The engine 
employs strategic 
multiple camera 
placement and 
dynamic scrolling. 
Also featured will 
be 3D characters 
ipdered using a 
»w technology 
called "voxels" or 
"volume pixels." All you really need 
to know about voxels is that they will 
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make the characters' movements 
smoother and more natural than you 
could ever imagine. 

"The time is right for this game 
because of the new technology that's 
available," says Terry, art director and 
co-designer. "We can take this game— 
this entire series -to new levels." 

Dragon Fire doesn't easily fit into 
any one game genre. It's a cross-genre 
game in many ways. In its soul, this 
is a fantasy role-playing game. The 
point of the game is to give players 
as much freedom as possi- 
ble. At the onset, you'll be -^ 
able to create your char- 
acter any way you like. 
Throughout the game, 
your character will 
evolve any 
way you 
want, 
depend- 
ing on 
who 
you ally 
with and 

who you choose to 
fight. 

Dragon Fire is also 
very much an action- 
combat game. 
Success in 
hand-to-hand 
combat is determined by 
the type of character you are and 
the kind of character you're fighting 
against. Engaging in combat as a 
thief is very different from battling as 
a magic user or a fighter. Those char- 





acters have 
very differ- 
ent abilities 
and limita- 
tions. One 
of the new 
features in 
Dragon Fire 
is multiplay- 
er capabili- 
ties. Now 
you can go 
on a quest 
with friends 
whose char- 
acters all 
have all dif- 
ferent skills 
and abili- 
ties. 



Again, the point of the game 
is to offer players freedom. 
"You always get the freedom to be 
what you want to be,** explains 
Lori. ** You can be a fighter, a magic 
user, a thief, or some combination 
of the three. That makes for unlim- 
ited replayability because success 
solving different puzzles depends on 
the skills you have. Those skills will 
vary— making for a very different 
game every time you play." 
What I found out about Dragon Fire 
was very refreshing. Yeah, there are 
plenty of cool new features which use 
the latest technologies. And yeah, 



they'll guarantee this is the coolest- 
looking title in the Quest series. But 
how do you ensure the legions of 
fans will get exactly what they 
want from the game? You do exactly 
what the Dragon Fire development 
team is doing. You ask for user 
input and keep fans informed 
throughout the development process. 
But most importantly, you make 
sure to keep the biggest and best 
surprises to yourself. When Quest 
for Glory 5: Dragon Fire releases 
later this year.. .no one's going to 
be disappointed. 
• Scheduled for release: Fall 1997 




solve the mystery. 



aria: Thieves can break in, 
magic users and paladins to 
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Aces: X- Fighters 



Find Out For Yourself What Could'i/e Been 



www.sierra.com/axf/ 





In the final months of World 
War II, some of the world's 
greatest aeronautical engineers 
worked feverishly to give their nation's 
pilots the technological edge to tip 
the balance toward victory. Now, with 
Sierra's Aces: X-Fighters, take their 
masterful creations into battle and 
find out what might have been... 

X-Fighters has aircraft rarely seen 
in a WWII sim, but everyone wants to 
fly. Sure, you know alt about the 
Spitfires, the Me i09's, and the FW 
190's, but what about the XP-77*s? 
As well as using exotic, historically 
accurate planes, you will be able to 
design and fly your own custom-built 
x-planes. Using the actual engines, 
airframes, wings, weapons, and vari- 
ous other components, you can 



create the 
optimum 
blend of 
power, 
maneuver- 
ability, and 
firepower. 
X-Fighters 
will bring 
together two 
fundamen- 
tal 

needs— the 
need for 
competition, 
and the 
need to 
identify with 
^^^^^^^^^^" a 

You'll be able 
to create battles against real oppo- 
nents directly on a LAN or through a 
server on the Internet. Players wanti- 
ng to join your campaign must 
request, and be granted, access to 
your game. Players will be competing 
to stay alive, as well as for higher 
ranks and the privileges and glory 
that come with them. 

With X-Fighters, you will also go 
head to head with other players. This 
feature will have several types of 
games including ^^^^_^^^_ 
Furball, Scorched 
Earth, and The 
Swarm. In the 
Furball mode, it 
is every man for 
himself. This will 
be a fight to the 
finish, with the 
winner being the 
pilot who first 
reaches a set 
number of kills. 
The Scorched 
Earth mode will 
focus on killing 
everything you 
find on the 
ground in a set 
time limit. The 



Swarm will be a daylight raid. Your 
goal will be to take out as many 
bombers as you can before they 
reach their target. 
As well as competitive play, X- 

Fighters will offer 
you an in- 
9fcs^ depth cam- 

/f^^r game. 




You will live 
out the career of a 
squadron leader. Eventually, you will 
guide the future development of tech- 
nologies and consult on the innova- 
tive designs of new aircraft -the first 
of which will be delivered to you. 

X-Fighters will offer realistic 
gameplay environments and face 
you with challenging life-and-death 
choices that could have a profound 
and lasting effect on the course of 
the war— and history. 
• Scheduled for release: Late 1997 




the freedom to create the WWII plane that 
should'ue been. 
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SWAT 2 




Make the Calls of a SWAT Officer 



s 



et in the dark and deadly world 
of the City of Angels, Police 
Quest: SWAT 2 will charge you 
with leading a SWAT team in a series 
of life-and-death missions. The game 
will focus heavily on player freedom— 
freedom to send your men anywhere 
at any time; freedom to use any item 
in an expanded gear list that includes 
tear gas, bombs, and grenades; free- 
dom to play either the police or the 
terrorists; and freedom to call in the 
crisis negotiation team (CNT), the 
SWAT helicopter or tank, or explosives 
experts. 

Faced with unique operations laden 
with drama and urgency, you'll make 
on-the-spot decisions which could 
drastically alter the outcome of the 
game— and the lives of innocent peo- 
ple. You could storm in and blast 
everyone away, but in the process, 
you may destroy all the evidence 
and kill suspects who could have 
important information to share. 



SWAT 2 
allows you 
to go any- 
where and 




Using fully rendered 3D graphics 
rather than full-motion video, SWAT 2 
designers plan to create a detailed. 



Captives 



Rescue in Deep Space 



www.sierra.com/swat2/ 



textural atmosphere, emphasiz- 
ing the grunge and glamour that 
is Los Angeles and providing 
much more in the way of unlim- 
ited gaming. With two primary 
player interfaces, the Chief and 
the Element Leader, your duties 
could range from recruiting offi- 
cers, to positioning sniper 
teams, to rescuing hostages. 
Anything a SWAT officer might 
face only once during a 35-year 
career, you will experience multi- 
ple times. SWAT 2 will be 
designed with multiplayer capa- 
bilities which would allow up to 
eight people to go head to head 
or create teams. 

SWAT 2 will genuinely be a 
cross-genre game. It promises to 
combine the urgency of real-time 
play, the unbridled excitement of 
an action game, and the meticulous 
detail and intellect of a strategy game. 
• Scheduled for release: Late 1997 
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Uhat do you get when the devel- 
opers of some of the most leg- 
endary strategy games of all 
time get a bad case of trigger finger? 
You get an arcade-strategy game that 
will challenge your mind and ease 
your jones for a fast-action fix. You 
get Captives -a high-intensity game 
from the folks at Impressions that 
will ask you to use your arsenal to 



save lives— not terminate 
them. 

Captives will be a fast- 
moving arcade-strategy 
game that takes place on 
a remote planet at the far 
reaches of the universe. 
The game will ask you to 
save an entire colony of 
humans imprisoned by an 
evil race of 
aliens. Your 
mission will 
be simple: 
traverse the 
entire land- 
scape of the 

planet, exploring every 

crater in your search to 

rescue all human captives 

from the bondage of their 

alien perpetrators— all as 

fast as you can! 
This is an Impressions 

game, so you won't want 

to leave your brain 

behind. There are going 



to be puzzles to solve and intricate 
strategies to devise and implement 
before you save the colonists and 
emerge victorious. Multiplayer capa- 
bilities will only make the game more 
compelling as you push yourself to 
outwit your friends and be the first 
to complete the rescue at the edge 
of the universe. 
• Scheduled for release: Summer 1997 
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SODA Off-Road Rat 



/I Mud. Noise. & 4x 
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Looking for dynamic racing and 
driving action? Want to catch 
huge air off monster jumps? If 
this is up your alley, then the creative 
forces at Papyrus are designing the 
best truck racing simulation game to 
come your way. With SODA Off-Road 
Racing, you can learn to drive 
realistic racing sport trucks and dirt 
buggies on challenging tracks that 
provide 3D challenges such as 
spins, rolls, flips, and collisions! 

Whether you choose to race your 
pickup or your buggy, SODA courses 
will feature drastic elevation 
changes, wicked turns, jumps, and 
rugged terrain designed to demol- 
ish your vehicles. You can venture 
anywhere within the 1/4-mile track 
complex, but watch out for colli- 
sions with competitors and obsta- 
cles as they take their toll on your 
buggy or truck. With visible cues 
ranging from billowing smoke when 
you lose power steering, to explo- 
sions when you blow your engines, 
you'll know when your vehicle is 
damaged. So don't be surprised if 
you don't finish the race due to 
severe vehicle abuse. 

SODA designers also plan to 
include a feature called "Internet 
World-Wide Ranking system" 
(IWWR). A simple click of a button 
on the main screen will take you 
online and send your best lap times 



and high championship season 
scores to a web page which 
will rank you among everyone 
who plays SODA. It'll also show 
lap times for all the tracks in 
the different skill levels. 

With a series of 12-race 
championship seasons, SODA 
will allow novice drivers to 
graduate to more advanced 
racing classes. With each 
advancement comes the 
opportunity to retune and 
enhance your vehicle— to give 
you the edge needed to crush 
the competition. 
Finally, there's one more important 
feature in SODA, but the developers 
aren't ready to reveal it. Ail they'll say 
is that it's awesome, so be sure to 
look for more information in upcom- 
ing issues of InterAction as well as on 
the SODA Website. 
• Scheduled for release: Late 1997 
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Something new for 
Owners of Trophy 
Bass 2: First tiers was Trophy Bass. *o 
I »ore. Then came Trophy Bass 2. You still 
t satisfied. So now foe Dynaew' developers are 
I a am release of Trophy Bass 2 aMm toft 
ofler Pftere types of fisti in six new lakes The first five 
lata-lanbiti. Dale Hollow. Oaeida, St Clair, a* 
Mia Lacs-will fee released as a CD ROM aet-oe 
package. The sixth, John Kerr Reservoir will be 
offered as a tree download on sierra.com. Featuring 
fro m» species erf fisn-hortheni Pike. Muskie. Titer 
Mtskie. Walleye/Sauger. and Rock Bass-gives players 
On oath* to compete In tourneys rmtviiwj arwwfj 
fish other than Bass. The add-on should be available 
in April for jest Sf 995 (plus snipping and handling) 
the eowtlead add on will appear shortly after. 

The South Shall Rise 
Again: Citing high critical acclaim nd 
demand for the original. Impression Software has 
started building a sequel to their pepotar warfaaie 
Robert I Lee: Cml War BemraL 'This isn't going to 
fee jest a minor facelift " stated developer/designer 
Jeffrey Fiske. "Cml War Benerals will get to Hl-star 
treatment. According to Impression to nope of Cml 
War Benerals will be larger than the original, with 
multiple campaigns covering the entire war 
hwpression pbn to include muitiplayor tapper! tier 
LANs and the Internet in addition to cwrrett modem 
apport and will also include the noch-askee-for edi- 
tor feat allows gamers to create their own battles mt 
campaigns. 

Bottom of the 9th on 

Baseball... With Spring traNmg uederway 
and the new baseball stasia aheet to feet* nawy of 
yn have hen woodenag aheet to front Pa§e Sports: 
Basest Pre series. wM, at toe last possible ONowt 
we pat the scoop., there WILL be an "97 opiate. It 
will nave new season stats and players, enhanced 
arcade play, hot keys tor camera COM aed lots of 
opot new features that will keep /W baseball fan 
■Mao tor aether season, but the developers will be 
toe first to point out it's not a real rev of the game 

The wt Major rewrite-complete lift eagerly awaited 
modem aid network play-will com with from Page 
Sports Bestial! '98. That's why the price for the 
upgrade will onry he $14.95 (pies shipping and nan 
dliog) tor cwrreet Baseball Pro mm and new on- 
twill he able to pet the game for jest $2195. 
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Universal 
Yucatan 



i-»O0-757-77fl7 




'ct your imagination 
soar and start creating original and 
fun projects instantly! PrintArtist 4.0's 
easy-to-use features make it a snap. 

•<*> Choose from 1,500 professionally 
designed layouts or create your own. 

•*> Work with 10,000 full-color 
graphics and 600 spectacular 
photos. 

<*> Use 300 typcstylcs, includ- 
ing 36 handwriting fonts. 

•<*> Great new interface. 

•3> Scan your own photos 
quickly and simply with 
built-in software. 

«> Search the 1,000 
quote phrase- 
database for just the 
right words to use. 

•<*> Thousands 
of incredible 
special effects. 
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htt p://www.sier ra com 

See your local software dealer or call 1-800-757-7707 



Ta On-Line, (fK • and/or •" designate trademarks of, or licensed to Sierra Online, Inc. All rights reserved. 
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Both the cars and the 
tracks are painstakingly 
defatted — right down 
to the authentic decals 
and billboards 



The competition's 
intense as you race to 
overtake NASCAR 
champion Dale 
Earnhardt 



Spotter and crew chief 
audio lets you know 
where the competition 
is as you race door-to- 
door with up to 39 other 
cars 
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NASCAR. Racing is also available for the Mac and the PlayStation 
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Authentic 
NASCAR 
dashboard lets 
you keep track 
of your RPMs. 
fuel and other 
critical 
information 
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PC Gamer called NASCAR Racing "...simply the best racing sim ever created." 
Here's what makes NASCAR. Racing 2 even better: 



Compete in the 1996 season with real NASCAR drivers 
and teams on 16 NASCAR tracks 

Crew chief and spotter audio alert you to track 
conditions 



Fast and easy Arcade Mode lets novices jump in 
and start driving immediately 

Faster graphics in SVGA 

Officially licensed by NASCAR 




Now you can personalize your car by creating you 
own unique designs and sponsorships in the 
NASCAR 2 paintkrt. 



Choose ail your race options, then compete in real 
NASCAR events like the NAPA 500 of Atlanta. 



See your local software dealer or for a taste of the action, 
download our demo from http://www.sierra.com/nascar2 
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3-0 Ultra-miTTi GclF£ all the fun you'd expert from the game of 
mini golf with a little something extra, 

A wild ride through the right side of the brain. 

Yog get two, nine-hole courses. One with classic mini golf holes liHe the big shoe, the 
windmill. The other nine holes are totally nutty. There's the space port where you can 
putt on the moon, the volcano where your ball can be incinerated in molten lava and a 

prehistoric jungle where the Tyrannosaurus Rex 
has developed a taste for golf balls. 

Its weird, wild and more fun than a 
whoopee cushion. 

3-D Ultra ITlini Golf gives you incredibly 
realistic ball physics that mahe even the most 
radical banh-sbots possible. You can play It 
alone or with as many as four players. 
3-D Ultra IflN Golf. Call it cool. 
Call it amazing. Just don't call it normal. 
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:k out 

e 48 of this 
" for another 
lltra hit 
« 3-D Ultra Pinball: 
Creep Night 



Use EasyPutt for one-click operation or 

TruePutt ■■ which lets you control the force 

and angle of your putt 





m an iN&NftA T\NiST! 

Remember mini-golf? Scrambling across the 
AstroturF® on a hot summer night trying desperately 
to £?AT Y°ur buddies to the windmill? We've got 
mini-golf just the way you remember it. ..only much, 
much £©et?K. 3-D Ultra-ftiimGolF includes two 
incredible nine-hole courses— the vintage holes you 
love, plus a whole bunch of new ones you won't 
believe!-and they're all ]A\\-pA£<&0 with 
gadgets, gizmos, strange creatures, and crazy sound 
eFFects-taKing a Favorite pastime 
to a whole new level of Fun! 
\fiiSC{ the ball between erupting 
V0l£AN0?$ or banh a putt 
through a bustling space port 
Compete with up to F^ TlAYSW 
on your computer and watch in 
disbelieF as your ball disintegrates ffi 
molten tAVA or-worse yet-your 
best Friend sinhs a hole-in-one! 

Only $44.95! 

IT Win95/Win 3.1 CD 



rdBr.CallToll-FTw 1-8007577707 
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INDYCAR' RACING II, SILENT THUNDER ", 
CYBERGLADIATORS* AND A RENDITION 
READY" VERSION OP QUAKE- 



« 




4 MB Graphics Accelerator (or Screamin' 3D Game Play 



Now, through an exclusive offer from Sierra, you can drop the honest 3D graphics accelerator into your PC for under $200. AND 
you can get four spectacular 3D games all in one totally screamin' package. Screamin' 3D puts the incredible Rendition" 
Verite" Graphics Processor on a PCkompatible board with an absolutely awesome 4 MB of EDO DRAM that supports 65k 
colors at 1024 x 768 resolution. You don't have to be an engineer to know what that means: Blazing performance and 
incredible 3D graphics. You'll see frame rates you never imagined in your favorite games, more 3D detail, more colors, more 
action. All with total Windows 95 compatibility and full support for DirectDraw, Direct3D and the latest graphics standards. 

Order now and you'll get these hot Rendition Ready M games worth over SI 50 
and a Rendition Ready version of Quake FREE: 



Screamin 3D BundT 
M 8385 value 

fekC ton lb. 00933 
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SILBMT THUNDER 

The return of the 
indestructible A-10 
Tank Killer* features 
incredible 3D graphic 
realism. 







CYBERGLADIATORS: 

Post-nuclear death- 
fighters battle head- 
to-head in a graphic 
3D fight for victory 
or annihilation. 




MDYCAIT 

RACING II 

Give the best racing 
sim an incredible 
turbo-boost with faster 
frame rates with 
Screamin' 3D. 



Call 1-800-757-7707 To Order Today! 

Saeanwt 3D graph** accelerator r«^« tobum CPU, Windows 95, 8 MB RAM, PCI bus, CO-ROM Sfent Thunder, WyCar ™ Racing U and Cyber^adiaiors 5hipp^ in promo packagng. 
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